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sega has an enviable reputation for produ Icing fag -quality racing games, and its new title, 
the oddly named Scud Rac e, is set to reinforce it. Inside, Edge ta Iks to AM2, the team facing 
the awkward task of improving on its last driv ing sensation, the all-con quering Daytona USA.. 


ast year was a memorable period 

for the videogames industry. Most 

pertinently, it represented a major 
leap for the development of the 
videogame itself, and this month's feature 
reveals ten of the very best — all released 
during the last 12 months. 

The arrival of the Nintendo 64 played 
no small part in this, with Super Mario 64, 
PilotWings 64, WaveRace 64 and Mario 
Kart 64 all living up to the 64bit promise 
made by Nintendo. By contrast, the 
company's secondparty “Dream Team’ 
policy has. lost its direction, with the N64's 
original killer apps, Killer Instinct and 
Cruis'n USA, now the victims of an ironic 
turnaround. Fortunately, though, this 
month's Turok: Dinosaur Hunter shows 
that some developers are still keen — and 
able — to push the envelope. 

Despite the current strength of the 
console market, 1997 could well be the 
year that the PC finally breaks into the 
videogames mainstream. With MMX set to 
become the standard, and 5D accelerators 
finally giving developers the power they 
have long clamoured for, this year will 
hopefully bring the machine kicking and 
screaming into the next generation. 

Technology ^ progresses, games 
continue to evolve — these are clearly 
exciting times for interactive entertainment. 
Make sure you're plugged in... 


The ‘uture is almost here... 
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Non-id Doom clones have so far been treated largely with derision 
by the gaming press. Epic's visually astounding and emminently 
promising first-person-viewed shoot 'em up, may change all that 
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Edge takes a look back over 12 months which saw the release of 
the N64, the death of Atari and the appearance of some of the 
best games ever. It also looks at what lies ahead for 1997. 
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insiqeview 


Edge talks to British developer Perceptions about its M2 title, 


Power Crystal. Also, Intel's MMX is launched, John Romero joins 
Eidos, and N64 cart copiers become available in the east 


The kudos surrounding club culture continues to attract softcos; 
game music continues to grow in PORE and Psygnosis 
ventures into the high-brow world of the art gallery 


Big in Jopen 


Fresh from the Japan this month is a report on “Game Labo’, a 
uirky magazine dedicated to customising console hardware, and 
the latest news from Sega's latest trade-only arcade exhibition 


fietvlew 


Is there a future for Net gaming and, if so, what will make the 
phenoogmen faster and more reliable? Edge examines 
andwidth, overcrowding and technology to find an answer 


fin Audience With... 


In 1979 Richard Garriot created a videogame legend and never 
looked back. Edge talks to the most faithful man in the 
videogames industry about his 17-year relationship with Ultima 


Terry's Pratchett's Discworld novels have spawned two . 
videogames in recent years, but few would imagine their author 
to have an intimate knowledge of the scene. Well, he has... 
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Edge takes a first look at promising PlayStation titles Wreckin' 
Crew and Excalibur, as well as Speedster, a new driving ge 
from Psygnosis, created by the team behind Lemmings 5D 
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A brilliant new digital camera, a sequel to last year s SFX CD-ROM 
and a caustic book deriding communications technology all 
come under the comprehensive nuMedia spotlight 


Iesstscreen 


Both in-house and d om d N64 titles fare well this month, as 
do rival beat "em ups Soul Edge and Fighters Megamix. Diablo 
and Reloaded arrive to a less than rapturous reception, though 


Areedsview 


The much-anticipated Tekken 3 is penny cum letion and Edge 
takes a look. The game’s new System 12 board is claimed to 
offer ‘PlayStation+50%' performance, and the graphics show it 


Retroview 


Namco raids its back catalogue of arcade classics once again for 
a fifth installment of the Museum series. This time, Pacmania, 
Dragon Spirit, Metrocross and others get brought back to life 
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THE LATEST NEWS FROM THE WORLD OF INTERACTIVE ENTERTAINMENT 


UK softco leads charge 
for M2 thirdpa 


An unknown developer lays claim to the first UK-developed M2 game 


RPG Power Crystal is one of the first games to be developed for the M2 outside of Japan. It features a fully realtime environment and a complex 
landscape generated at 60fps. These mocked-up shots are rendered in a higher resolution than those in the game, but use no less geometric detail 


ollowing its recent coverage of only to be then approached by The 3DO 
F Matsushita's infamous M2 platform, Company. At this time 3DO still held all rights 
Edge has uncovered news of a third to the M2 hardware and its sale to Matsushita 
party game to be developed for the system in at the end of 1995 has since drawn clouds 
the UK. Power Crystal is the work of over the future of the console and all software 
Perceptions, a team of ten people that has currently in development. Whittaker remains 
spent the past two years developing a state-of- optimistic, however, telling Edge: 'We believe 
the-art realtime 3D adventure in the mould of that M2 is a very strong platform and we 
the forthcoming N64 game, Zelda 64. believe in supporting new technologies. But 
This amalgamation of ‘head-hunted’ we do not have all our eggs in the one basket 
developers came together after company MD and will continue to support other machines.’ 
Andrew Whittaker finished coding work on the Despite working on underpowered dev kits 


Jaguar game Alien vs Predator for Rebellion, - Still based around a single PowerPC 602 
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The system's lighting and texturing features will be used to create 
exceptional atmosphere, such as in this beautiful snowy village scene | 


instead of the dual configuration planned for 
the final machine - the Perceptions team are 
enthusiastic about the hardware. ‘M2 really is 
the single finest piece of hardware that we 
have worked with,' continues Whittaker. 'Its 
power will hit the world of entertainment 
software like a tidal wave and to call it a 
quantum leap forward is such a gross 
understatement that it does it injustice. Its 
texture-mapping power and brute processing 
speed means that we can do so much more 
than on other systems, and Power Crystal is 
the game we've always wanted to build.’ 
Meanwhile on the M2 front in Japan, all 
has gone strangely quiet once more. Following 
Edge's exclusive reports in E37 and E40, 
Matsushita is refusing to talk further about its 
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console plans, but its links with coin-op 
developers Capcom and Konami are finally 
starting to bear fruit. On a recent visit to 
Capcom's Osaka offices (see page 44) Edge 
was shown a prototype fighting game running 
on Matsuhita's hardware, while it is also 
known that a Konami M2 beat 'em up has 
been briefly spotted on test at an arcade site 
in Kobe. No screenshots of either are currently 


even its creators are unsure what the future holds for the platform. At least while it 


All in-game characters will be rendered with 
polygons. Developer Perceptions plans for 
an enormous interactive world to explore 


available and it isn't even known if the 
companies plan to unveil the games at the 
gigantic AOU show in late February. 

Similarly, Japanese thirdparty development 
is still largely in the hands of WARP and its D2 
project, although Edge has also learned of one 
other title - this one from Genki, a team that 
has worked on several titles for Sony Music 
Entertainment (Be/togger 9 being its most 
recent). The title is rumoured to be a shoot 
'em up in the style of Panzer Dragoon although 
no official comment has yet been made. 
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So far, Matsushita's handling of M2 has 
garnered little confidence from the software 
development community and until the 
company reveals its plans for a consumer 
launch it's unlikely that the situation will 
improve. Until then, Edge will endeavour to 
uncover more information and next month 


it will present an exclusive in-depth 4E 


look at Power Crystal. 


WARP's D2 is one of the most advanced M72 titles in development and clearly shows pe potential. Despite this, 


es in the hands of Matsushita... 


Namco goes to 
the movies 


Namco is launching a film 
development company 
with the intention of 
creating a CG-based 
movie better than 'Toy 
Story’. The project, a joint 
venture with Polygon 
Pictures, is already 
underway and expected 
to premiere in the US 
before the year 2000. 
Namco, which also 
bought bankrupt movie 
company Nikkatsu 
recently, has invested 
¥6-7 billion in the 
ambitious project. 
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i MMX tec 


MMX is set to boost the 
capacity of all games, 
including non-native 
titles, by at least 10% 


itis 

|/ Kirby, the invention of 
Japanese Softe6 HAL 
Laboratory Khich is 

currently£ollabarating 

| X with Müfitendo onthe 
distifictive-looking Kirby; 
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ntel has officially launched its 
Pentium processor with MMX 
technology chips, claiming that this is 


the most significant upgrade of the x86 
architecture since 1985. Already in volume 
production, Intel is offering it at 166 and 
200MHz for desktop systems and 150 and 
166MHz for mobile computers. Pricing is 
competitive, with the 200MHz version coming 
in at US$550 in 1K units, only US$49 above the 
conventional P200, and it is estimated that this 
will lead to MMX-enabled machines hitting the 
UK market at price points roughly £100 over 
their conventional counterparts. 

The new silicon features an expanded 
on-chip cache, which has been doubled to 
32K, and more efficient branch 
prediction, but the key components 
are Intel's 57 new instructions to 
the architecture and its adoption of 
highly parallel operation via a 
technique known as single 
instruction/multiple data (SIMD). 

The new instructions have been 
developed specifically to boost 
graphics, video and audio 
performance by enhancing the speed 
of processing the compute-intensive loops 
typically found in these applications. Rather 
than changing the chip architecture, Intel has 
opted to allow MMX-specific instructions to 
use the current Floating Point register which is 
then reset after use. This, coupled with the 
chip's ability to process data in ‘burst mode’ 
leads to the hike in performance. 

Even without MMX-native software, Intel 
claims that the new chipset gives a 10-2096 
performance increase. With MMX code that 
naturally rises, with the company claiming a 4x 
increase in, for example, 2D graphics. 

The demonstrations laid on at MMX's 
launch, held in January at London's Mayfair 
Intercontinental Hotel, were certainly 
impressive enough - a complex Gouraud- 
and Phong-shaded polygonal object being 
displayed at 25fps using an MMX P200, as 
opposed to the 15fps achieved with a 
conventional P200. 

Audio capability is boosted too, Yamaha's 
XG MIDI Synthesiser Engine giving software 
performance that significantly improves on 
current paradigms. 

Software on show included Maris' highly 
impressive Space Station Simulator and 
UbiSoft's rather less spectacular racing game 
Pod, with an enthusiastic UbiSoft spokesman 
claiming, "You won't see this type of graphics 
on either the PlayStation or Nintendo 64." 

According to Dave King, Intel's director of 


nnology hits 
PC accelerator market 


The PC gets another shot in the arm from American semiconductor giant Intel 
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Maris' Space Station Simulator 
(above) and UbiSoft's Pod (right) 
are two of the first games set to 
use Intel's new MMX technology 


sales for northern Europe, the introduction of 
MMX should at least give the PC parity with 
leading consoles: 'If you look at the launch 
there are a lot of games which take advantage 
of the hardware features straight away. 
Previously it would be about a year or more 
before people would mobilise for it.' 

Details of forthcoming software are 
sketchy, but Intel forecasts a minimum of 100 
MMx-enhanced titles across all categories by 
year end and states that ‘hundreds’ of 
developers are working on applications (one of 
whom, Sega, announced ‘direct translations’ 
of its coin-op portfolio, starting with Virtual On 
on the same day as launch). Software is also 
on the way from Blue Byte, Psygnosis, Cryo 
and DID, among others. With industry-wide 
support and Intel releasing the Pentium 
Overdrive Processor allowing customers to 
update current Pentium chips later this year, 
the ramp to MMX seems a smooth one. 

'Reaction has been fantastic,' says King. 
‘We thought we'd have to do a big campaign 
to build MMX up, but people wanted more 
information faster than we actually had 
it to give to them and were saying they 
want to write to it straight away.' 


Further details... 


More information regarding 


MMX technology, including 
speed comparisons with 
non-MMX processors, can be 
found at Intel's website 
(www.intel.com). The site 
also lists the manufacturers 
set to release PCs with MMX 


technology built in. 


Enix defects to 
PlayStation 


Enix has joined Square 
Soft in deserting the N64 
for the PlayStation. Its 
Dragon Quest RPGs 
achieved phenomenal 
success in Japan, where 
they're among the top 
five best-selling games 
of all time. 

Nintendo had originally 
planned for a 64DD 
version of the latest in 
the series, Dragon Quest 
VII, which was also 
originally the case with 
Square's Fínal Fantasy 
VII. Now that have both 
defected to the Sony 
camp, the N64's RPG 
line-up consists of only 
three games - Zelda 64, 
Mother 3 and Erutel. 

With DQVI/ now 
confirmed as a PS release 
(and FFVII setting records 
for the being the most 
pre-ordered videogame 
ever), the PlayStation 
looks set to become the 
machine of choice for the 
millions of RPG fans in 
Japan. 


Chilean coders land 
$200,000 Enix prize 


Enix, the creator Dragon Quest, chooses a puzzle game as grand prize winner 
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he winners of the Enix Internet 
Entertainment contest have been 

announced, and the competition has 
been deemed a resounding success. The 
grand prize, an impressive $200,000, goes to a 
Chilean outfit called The Crisis Group for its 
puzzle game, Estructura. 

The competition was the first of its kind 
and was designed to help revitalise the home 
programming scene. The big surprise has to be 
that a country with no reputation in game 
development to speak of has won the grand 
prize. Evidently, game design is no longer the 
sole preserve of the US, Europe and Japan. 
Having said that, eight of the remaining twelve 
runners-up were Japanese, which is also 
something of a surprise — PC games are still 
running some way behind console titles in 
terms of popularity in Japan.Only two runners 
up were based in the US, the remaining two 
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Estructura (above), from The Crisis Group, was the 
overall winner. Final Coastor (left) was a runner-up 
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Some of the runners-up: Multiplexor, by Natori Takayasu (left) and Cosmic 
Animals by Tomokazu Ito (right). The contest's judges had a wild time (right) 
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hailing from two other unusual sources, 
Argentina and Russia. 

It is perhaps a sad reflection of the decline 
of hobbyist programming in the UK that Britain 
was conspicuously absent from the roll of 
honour. There has been much doubt in recent 
months over the future of the 'bedroom 
programmer', with the PC taking much of the 
blame for being such a potential minefield to 
the budding game programmer. 

On the evidence of this competition, the 
PC, despite its many perceived flaws, has 
taken the place of the Amiga as the amateur 
programmer's machine of choice, and its 
growth in Japan means that the world could 
soon see Nipponese-bred PC titles of a quality 
to match those of consoles. 

Enix plans to run the competition again 


this year. To register on the Net, c 
contact www.marinet.or.jp/com/enix. 


Football Labo by 
Ryutaro Kanno claimed 
the first runner-up 
prize of $50,000 


most pop 
after 'Star 
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Triad's Cyclops 64 
comes 
Cyclops unit and a 


| apfuşing photo gallery 
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| the acclaimed yövel by 


Mario attacked by pirates 


Nintendo feels the squeeze from pirates as N64 copiers filter into the Hong Kong market 


he N64 has fallen foul of software 
T piracy technology after just seven 
months on sale. Several cart copiers 

(aka 'back-up systems") are now readily 
available in Hong Kong and others will be 
launched worldwide in the next few months. 

Most of the copying systems out now, Or 
on the way, are based around similar technical 
principles. The forthcoming Cyclops 64 from 
Triad Data, for example, comes with a blank 
N64 cartridge with 128Mbits of Flash RAM, a 
PC-board expansion card, the Cyclops unit 
itself and a cable to link the unit to the PC. To 
employ the system, PC users simply plug an 
N64 game into the Cyclops cartridge port and 
copy the information directly onto the PC hard 
drive (each N64 game is expected to take up 
between four and 16 megabytes of space). 
This data can then be downloaded into the 
blank N64 cart so that, to quote Triad's 
website, 'you can take the cart to a friend's 
house and play just as if it were the original.' 
The device will cost US$430. 

The availability of 'back-up' systems is not 
a new phenomenon. Companies like Triad 
have been developing and releasing the 
devices ever since cart machines such as the 


a PC board, 
ank 128Mbit N64 cart 


idos Interactive has signed a ten-year 
[3 publishing and distribution deal with 

John Romero's new studio, lon Storm. 
Romero left id Software last August, 
determined to form his own development 
team following a shift of emphasis at id from 
game design to proprietary 3D technology. 
Judging by the line-up of talent, lon Storm is all 
set to become the next id. Romero is joined by 
Tom Hall, another ex-id creative also 
responsible for 3D Realms' Rise of the Triad; 
and Todd Porter, a 7th Level veteran. Mike 
Wilson has left id to join lon as chief executive 
officer - Romero's right-hand man. 

Meanwhile, id Software is beginning to 

look like a mere shadow of its former self. Jay 
Wilbur, who helped transform the company 
from shareware phenomenon to industry 
giant, left last year. Of the original Doom team, 
only programmers remain, with co-founder 
John Carmack dedicating all his efforts to 
producing increasingly advanced 3D engines. 
Relations between the two companies remain 
strong, and Romero plans to license the Quake 
technology for the first batch of lon Storm 
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Famicom and Master System first appeared. 
But with each stage in console technology, 
copiers have become more sophisticated, and 
appear earlier in each console's life. 

The plummeting cost of RAM may be one 
factor that has allowed companies to bring out 
copiers for the N64 so much earlier. It is a 
situation bound to aggravate Nintendo as the 
potential for software piracy is massive. 
However, it is doubtful whether the availability 
of ‘back-up systems’ will cause the Japanese 
giant to regret sticking with the cart format, as 
the company would have lost millions more to 


pirates had it gone for the more €t 
vulnerable CD-ROM option. 


The Cerebrus device 
from Triad (above) will 
ər SNES and Mega 
Drive carts as vvell as 
the N64 variety 


The Doctor 64 copying unit sits under 
the N64 and includes a CD-ROM drive 


Eidos signs John Romero 


Eidos believes that new studio, lon Storm, will be the next id 


titles, due out in the Autumn. Eidos' recent 
success with Tomb Raider has propelled the 
company into the premier division of software 
publishing, and it will be counting on Romero 


and his hand-picked group of gurus to *. 
help sustain that momentum. 
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Circa 4m units 
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577 videogame workshop 
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human being: 40 to 100 


Strands per day 


The EC recently held a workshop dedicated to tackling key videogaming issues 


he Commission of European 
i Communities held its first 
videogames industry workshop late 


Iware and last year, in Brussels. Its aim was to learn from 
late: $2bn delegates and speakers just how the 

of the Commission could better help European 
hardware and software developers compete in 
the global market. The workshop was split into 
four areas covering platforms, tools, content 
and intellectual property rights, and as such 
was an overview of the state of industry. 

Sony's general manager of European 
software development, Juan Montes, opened 
who have comy by noting that the lifespan for a new platform 
e: 12.8m was getting ever shorter and was now no 
longer than three or four years. He believed 
that software was the key component in any 
platform's success but that the formula for a 


tf time the human 
İ ın a day through 
20 minutes 


revenue trom global 


Millenium’s Anil Malhotra (above) 
and Sony's Juan Montes (right) 
delivered addresses at the first 
workshop, held in Brussels 


Number İ rhose which are 
İBM compatible PCs: 3.0m 


rercentas Í pe pie wh 


of the speakers and identified many of the 


successful game was a gamble, a mixture of 
creative talent and marketing. 

He went on to outline a few of the 
problems facing the software producer. Most 
serious of these was the fact that, with 
development of a single title usually in excess 
of 12 months and costs approaching the $1m 
mark, the risks were high. Also, games only 
had a shelf life of six to eight weeks, with the 
top 20% of new titles taking 80% of the 
revenue. He believed that the challenge for 
Europe was to cultivate more talent to create 
the next generation of games and took the 
opportunity to Sony's Net Yaroze project as a 
valuable component in making this happen. 

Alias Wavefront's Peter Ryce took the 
stand to discuss the role of tools in game 


specific problems facing the majority of 
European developers. He suggested that the 
industry should be viewed as a pyramid with a 
few large, high-profile companies at the top 
and hundreds of small, independent software 
developers at the bottom - the life blood of 
the industry. 

Looking to the future he saw that 
videogames would become component-based 
rather than application-based and drew 
another pertinent analogy. In urging the 
industry to get away from games with a short 
lifespan, he described such games as akin to 
movies with a long development time, high 
financial risks and a very small sales window. 
He hoped videogames could copy TV soap- 
opera production, releasing cheap pilot 


WITH THE SORT OF COMPONENT-BASED SYSTEM MILLENIUM'S ANIL 
MOLHOTRA DESCRIBED, PRODUCERS COULD CONSTANTLY TEST AND 
MODIFY GAMES, RELEASING SMALL CHUNKS VIA THE INTERNET 
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creation and saw that developers now wanted 
the seemingly impossible - more sophisticated 
tools that were easier to use. He also stated 
frankly that he thought Europe lagged behind 
Japan and the US in development, partly 
because of smaller team sizes - something 
that other speakers argued fostered creativity 
rather than stifled it. 

Of those speaking on the subject of 
content, Denis Fortier of Infogrames and 
Millennium's Anil Malhotra offered their 
views. Fortier shrewdly pointed out that the 
Commission had to realise that videogames 
were the only part of the new media industry 
that could turn a real profit. He urged the 
Commission to financially support the 
videogames industry to help it compete with 
American and Japan. 

Malhotra proved to be the most eloquent 


episodes and finding loyal, long-term 
audiences. With the sort of component-based 
system he described, he believed software 
producers could constantly test and modify 
games, releasing small chunks via the Internet 
and ensuring a steady income. 

While the workshop was to some degree 
inconclusive, it was, at least, a step in the right 
direction for the EC. 

Many of the suggestions for action 
arising from the workshop were, perhaps 
inevitably, bureaucratic and revolved around 
discussion groups, consultants and 
associations. These have little to offer smaller 
developers apart from an added expense, but 
if a framework can be arrived at to help such 
companies compete or simply survive then 


that can only be good for the future of p 


interactive entertainment. 


Acquiring a report 
The workshop's 70-page 
report is free to interested 
parties and copies can be 
obtained from Jean-Yves 
Roger of the European 


Commission (telephone: 


+32 3 396 8162, 


fax: +32 2 296 8387). LIN 


ine February 1997 
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REPORTAGE FROM THE PERIPHERY OF THE VIDEOGAMES INDUSTRY 


İthough they have flirted with each 

other in the past, it was 1996 that 
saw a full-blown love affair develop between 
videogames and club culture. Psygnosis 
prompted the dalliance by releasing the 
soundtracks to Wipeout and Wipeout 2097, 
and Sony hastily took up the match-making 
baton, placing PlayStations in clubs up and 
down the land. 

Now, in order to keep the fires burning, 
other software companies have revealed their 
intentions to sponsor themed nights at 
various respected nightclubs. One of these is 
Ocean, which gave its name to several drum 
"n bass nights at Manchester s fashionable 
Club Code venue last autumn. However, 
instead of just handing the club's owners a 
fistful of cash to display the Ocean logo in the 
toilets, Ocean PR Manager Stephen Hey felt it 
would be more interesting to give the 
evenings a distinctive theme by basing them 
around one game. 'Our philosophy is not to 
throw money at a club hoping that the 
owners will give us lots of "shouts", but to 
actually contribute something to a night,’ 
explains Hey. ‘People don't want to be sold 
to when they go to clubs — they just 
switch off. They're after a unique 
entertainment experience.’ 

So, to stop clubbers from switching off, 
Ocean came up with a series of Tunnel B1 


nights featuring imagery from the game 
projected on to club walls and plenty of 
PlayStations running — you guessed it — 
Tunnel B1. Ocean also customised a 
Volkswagen Beetle with Tunnel B1 images, 
fitted it with a PlayStation and huge speakers, 
and then drove it into various clubs around 
the north west. Clubbers were duly invited 

to play Tunnel in between frenzied 

dancing sessions. 

The events were so successful that Ocean 
went on to design the flyers for a series of 
manga-themed nights at the legendary 
Hacienda club, and is set to increase its club 
presence throughout '97. 'This year we'll be 
working with some really exciting new talent 
and some of the biggest DJs around, trying 
some brand new ways to mix games and 
clubs,’ Hey promises. ‘We will, of course, be 
doing a lot of this in Manchester, but we also 
plan to take these innovations on mini tours 
throughout the UK.’ 

Gremlin also targeted the club scene to 
publicise its games at the end of last year. 
The company ran a successful Actua Soccer 
night at Islington's Complex venue, where 
club-goers participated in Actua Soccer 
competitions and tournaments for various 
purses. ‘The serious clubs wanted to offer 


their audiences an interactive experience,’ 
Gremlin's George Georgiou told Edge. 


7 OUNNEL 


B? 


‘Videogames were the obvious medium to do 
this, and we saw a good opportunity to be 
part of it.’ As with Ocean, Gremlin has used its 
initial foray into clubs to foster further links: 
'We've established a close relationship with 
Universe, organisers of Tribal Gathering and 
Big Love, as well as The Complex. To take 

the relationship one step further, we've 
provided Universe with product range 
brochures which are being sent out to 
everyone on their substantial mailing list.’ Like 
Ocean, Gremlin has definite plans to expand 
its club activities this year. 

It seems, then, that the bond between 
clubs and games is still going strong, and the 
two look set to remain an item throughout 
1997. Hey offers a rather unusual explanation 
for the coupling: 'Our market research 
showed definite parallels between the people 
who went to clubs and the people who 
purchased games. Also, dancing provides 
kinetic, aural and visual stimuli that are very 
similar to those that videogames supply. It 
sounds strange but we have acres of research 
that prove it... sort of.’ 

That's that cleared up, then. 


rompted by the successful release of the 

Wipeout soundtracks, Team 17 has 
produced a CD of music from its recent blaster, 
X2. The CD, a collection of techno-tinged tracks 
with some aggressive guitar riffs thrown in for 
good measure, has been written and put 
together entirely by in-house musician Bjorn 
Lynne, working under the pseudonym Dr. 
Awesome. Lynne claims there is no corporate 
marketing strategy behind the decision to 
release the CD, seeing it as an advertisement 
for in-game music rather than for X2: 'Game 
musicians work hard, but | don't think they get 


he cult of the Japanese pop idol has 
taken on a whole new interactive slant 
courtesy of Sega arcade supremos AM2. 
Digital Dance Mix is the latest project from 
Yu Suzuki's team and features the talents of 
one Namie Amuro — currently Japan's most 
successful teen pop idol. 
This curious budget release (¥2,800) on 
the Saturn allows players to direct their own 
'pop videos' featuring a smooth, hi-res, realtime 


much recognition — | guess a lot of people 
tend to take game music for granted.' 

It's not the first time western-produced 
game music has been released in this form, of 
course — Turrican's tunesmith Chris Hülsbeck 
has released three CDs, one selling over 
10,000 copies, while Tommy Tallarico released 
a compilation of his work through Virgin in '94. 


The X2 CD is available directly from Bjorn at 
Team 17 (tel: 01924 267776) or from 
http////cd store.co.uk. Edge readers can obtain 
it for £10 instead of the usual £12.99. 


toward the visual arts. 


sygnosis, already responsible 

for kicking off the club/game 
crossover trend (see story, 
opposite), has now turned its head 


The Liverpool-based softco is 
sponsoring an exhibition entitled 
Video Positive 97: Escaping Gravity, 
which takes place in several 
Liverpudlian and Mancunian venues 
from April 11 to May 18. 

According to the event's 
organisers, the purpose of Video 
Positive is to bring together the work 
of various cyber artists in an 
exploration of digital creativity. 

Perhaps of most interest to 
Edge readers will be the 
technology-inspired work of artists 
such as Jane Prophet and Tony 


(out there) 


model of Namie bopping along to her own 
top-ten hits. Background sets can be altered, 
the camera can be moved and zoomed 
through 360 degrees and there's even an 
option to change Namie's clothes to something 
more to your liking. 

Rumour has it that the temptation for AM2 
to include a joypad-activated bonus kit-off 
mode was almost too great to resist. 

Up, up, left, down, right... 


fh Ree 


There will also be a screening of 
the film ‘Fuzzy Logic 2' — an 
intriguing piece which offers a mix 
between videogame graphics and 
club culture. 

As well as exhibitions, v 
screenings and performances by 
established artists, there vvill also be 
a student conference vvhich is set to 
include computer graphics 
vvorkshops and a Softimage 
masterclass chaired by none other 
than renowned ex-Psygnosis CGI 
designer Jim Bowers. 

As for the inevitable club 
connection, the event is being 
launched at Liverpool's influential 
Cream, while the student 
conference includes a night at 
Manchester's Hacienda. 


Oursler (see pictures, left), as well 


as the interactive exhibitions 
presented at Manchester's 


Cornerhouse venue. 


For more information phone the 
Foundation for Art & Creative 
Technology on 0151 709 2663. 
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Modem life is rubbish 


This month, Edge 
looks at the 
problems facing 
Internet gaming 
in '97 and asks if 
the latest modem 
technology is the 
answer to Net 
gamers' prayers 


Duke Nukem sessions 
can be difficult over the 
Net due to bandwidth 
limitations. However, 
Big Red Racing (above) 
seems to encounter 
fewer problems 


Multiplayer games like Quake attract more to the Internet, lishing the whole 
caboodle “pe down considerably. Better vl could resolve the situation... 


possibility. After the trend for games to support IPX for local multiplay and modem 
head-to-head connection came the near requirement for them to support internet 
play. As a consequence, the US saw multiplayer networks like DWANGO, TEN and Mplayer 
spring up like mushrooms. It looked as though the Net gaming revolution was unstoppable. 

However, the problem with the Net, and therefore Net gaming, is bandwidth. The advent 
of the World Wide Web a few years ago made the Net interesting, graphical and, frankly, 
understandable to normal people, so the number of users swelled. The result of this popularity 
— and the amount of bandwidth eaten up by graphical Web sites — is that the Net has slowed 
down. And the popularity of Net games isn't helping. Everyone playing Quake or something 
similar over the Net is eating up bandwidth along with Web users. 

So it looks pretty grim for Net gamers, then? Well, yes and no. Some games run reliably 
and at a reasonable speed over the Net. Others don't fare so well. For example, there have 
been reports of gamers having huge difficulties gathering anything more than three players for 
a KALI session of Duke Nukem, yet cult title Big Red Racing will happily pull together a full 
roster of six players. What users need is a reliable method of speeding up Net access so that 
all games can be played effectively. Fortunately, Internet providers are busy investing millions 
in telecommunications links and faster modems to solve the problem. 

Of course, one way to get consistently better Net access is to use the fastest possible 
connection. Most users should be running 28.8K modems now, and many can upgrade the 
Flash ROMs inside to run at 33.3K. Furthermore, there are already a number of modem 
manufacturers offering 56K modems, with US Robotics employing top Internet service 
providers (AOL, Prodigy, CompuServe, IBM, MCI and others) to field test its products. Just as 
users upgraded from 14.4K to 28.8K, so the industry expects the majority of people to 
upgrade to 56K when it becomes widely available. However, there have been questions from 
the telecoms industry about the viability of such speeds. There is a school of thought which 
claims that 28.8K is pretty much the fastest reliable transfer speed possible on today's phone 
lines, and that 33.3K users will probably end up just communicating at 28.8k anyway. 

The best option for Net gamers at the moment is ISDN (Integrated Standard Digital 
Network), which provides the highest speed currently available — 128K. Unfortunately, that's 
not usually a practical option due to the prohibitive (although falling) set-up costs. A lot of Net 
users are certainly heading towards ISDN, though, and it does no harm that providers such as 
Demon offer ISDN dial-up access for the same cost as a regular modem account. 

After 1997, things may get brighter. ADSL (Assymetric Digital Subscriber Line) is on the 
way, as are cable modems, both of which should increase the amount of bandwidth available 
to users. Increased bandwidth means less latency (the delay in data getting from one place to 
another), so Net games will become more practical and interactive, and less jerky or prone to 
termination through bad connections. However, the perennial problem with the Net is that as 
it gets quicker, more people throw more things at it, which eats up bandwidth, which 
slows it down, which means that before you know it, you're back to square one again... t£ 


[d amers will remember 1996 as the year in which Internet gaming became a real 
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netview 


More info 


KALI 

Despite KALI’s problems 
with Duke Nukem, it remains 
one of the most popular 
gaming protocols and allows 
you to play pretty much any 
IPX-capable game over the 
Net. Fairly transparently to 
the user, KALI works by 
emulating an IPX network, 
despite the fact that users 
are connected to the Net 
using TCP/IP. It’s an 
ingenious solution, and very 
popular with gamers. A new 
version of the KALI client is 
now available, offering 
compression (somewhat 
akin to the compression 
already used transparently 
by modems) to help reduce 
the bandwidth. 


ADSL and Cable Modems 
With an Assymetric Digital 
Subscriber Line, people will 
be able to send data at 


1.5Mbits to 6Mbits per 

second, This will apparently 
operate over normal copper 
phone lines. Cable modems 
will, of course, connect over 
the cable TV/phone system. 


Hyperlink 


US Robotics 
 http:/Awww.usr.com 


Big Red Software 

e http://www.worldserver. 

e pipex.com/bigred/ 
(includes links to many of the 
main Net gaming sites) 


Quake 
e http:/VVIMV.İdSOftvvare.com 


KALI 
e http://www. kall.net 


(Robotics 
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EDGE magazine 


Very few programmers write a first game sc 
good that they get to base their entire 
career around it. Richard Garriot is one of 
those few. Over the last 17 years, Ultima 
has sired eight sequels and transformed 
from a primitive adventure written in BASIC 
to an immense, true 3D epic. 

But what does Garriot think about the 
series that made him rich and famous, and 
made his company, Origin, a videogame 
giant? Edge travelled to Texas to ask him 
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audience continue 
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ichard Garriot, head of 
Origin and the man behind 
behind the hugely 
successful Ultima titles, is 
building a castle. Not a 
model castle. Not an SGI rendered castle. 
A real castle. It will be positioned a few 
hundred yards away from his company's 
hi-tech HQ in Austin Texas. It will have a 
moat, portcullis, draw bridge, secret 
passageways and a dungeon. If all goes to 
plan, it will be ready to inhabit in five years. 

Garriot, you see, is a man obsessed 
with British history and mythology. Fire- 
breathing dragons, sword-wielding heroes 
and, of course, magnificent castles fill his 
Ultima RPG action adventures, and each 
title in the series takes place in the 
complex, ever-evolving world of Britannia: 
a Middle Earth for the digital age. 

In many ways the Ultima series is 
Origin's software backbone. The company 
was set up by Garriot and his brother in 
1983 with Ultima 1 as the first product. 
Since then, there has been a new Ultima 
title to take advantage of every phase in 
both the company's, and the videogame 
industry's, development. Now Origin 
employs 300 people and inhabits 81,000 
square feet of office space in Texas' most 
cosmopolitan city. It is also responsible for 
dozens of non-Ultima titles, including the 
immensely popular Wing Commander 
series and the soon-to-be-just-as-big 
Crusader titles. Not bad for a company 
which was started in a garage by a man 
who would blatantly be much happier 
fighting orcs. Edge recently kissed the 
bitter British winter goodbye and travelled 
out to sunny Austin to meet him. 
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Richard Garriot: Well, we have two 
Ultimas in development at the moment 
which is unusual for me - | usually work on 
them one at a time. There's Ultima IX, 
which is the third book in the third trilogy, 
SO to speak, and it's also the big, final, epic, 
climactic story of this trilogy of trilogies. 
We're also working on Ultima Online which 
Is a worldwide Internet original in the sense 
that you can't play this solo at all. Although 
we'll sell the game at retail, it requires that 
you log on and be connected to our servers 
here in Austin. 


RG: Since it's the end of the trilogy of 

trilogies we wanted to make it the biggest 

of them all. So the way the storyline has 
evolved is, it ends the VII, Vill and IX trilogy >» 
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« which introduced this main ultimate evil 
character we have called the Guardian. It's also 
closing up storylines from /V, V and VI - the age 
of the Avitars. That was the original design, but 
we thought 'Gee, we can't not go back and 
touch the first few Ultimas, so we included 
characters, artifacts, symbols and story 
elements that go way back to the beginning of 
the game. So it truly is the epic conclusion of all 
that has come before. 

As for some of the design goals of the game, 
| like to use aspects of previous Ultimas as 
touchstones. For example, | think Ultima IV and 
Ultima V had the best story concepts. That was 
when we brought in the whole concept of virtue 
which was a real turning point in the history of 
Ultima, changing the series from generic hack 
‘n’ slash to a series where the story was in the 
forefront and had some depth and adult 
meaning. Ultima IV is widely regarded as one of 
the best ever because it was the first to have 
that kind of depth. However, in my mind it was 
very black and white, very simplistic, because 
the story was actually quite repetitive: for eight 
virtues you had to do eight quests and these 
involved long sequences of very similar 
activities. To my mind Ultima V had a much 
better told story - it didn't simply revolve 
around bad guys and good guys, it had lots of 
guys who would appear as good but were really 
out to take advantage of you, and it also had 
bad guys who you could change throughout the 
game, teaching them the right way to go. 

In effect, we've tried to come up with a story 
which has the meaningful impact of Ultima IV 
and V, but also combines this with one of my 
favourite things about Ultima VI: plot twists. 
Ultima VI was subtitled "The False Prophet' and, 
at the outset of the game, you were set up to 
believe that this other race called the Gargoyles 
were evil and you were sent down a path of 
genocide to wipe them out. You find out late in 
the game, though, that the Gargoyles are in fact 
a very viable race with a very reasonable hatred 
toward you, and that, if you wipe them out, 
that's the bad ending - it's the wrong way to go. 
Ultima IX, then, is full of minor and major plot 
twists that we think will be very compelling and 
exceed the impact that Ultima VI had. 

So those are the design goals. We're trying 
to exceed each of our predecessors in whatever 
it did best - which has taken a long time. This is 
by far the most expensive Ultima ever and we're 
taking the time with it, to make sure we give a 
proper conclusion to the numerical series. 
Edge: Moving briefly onto Ultima Online, what 
excites you most about the project? 

RG: It's on the Internet so that means it's 
happening on a worldwide basis. And | think it's 
going to be really cool when you meet new 
people from all over the world - and even bump 
into an old friend that maybe you haven't heard 
from in years. 

Edge: Do you think that as multiplayer games 
grow and thrive, solo games - in the traditional 
sense - will increasingly seem lonely, isolated 
experiences? Will multiplayer online games 
replace traditional gaming as we know it? 

RG: | think it will be quite some time - if ever - 
before multiplayer gaming replaces solo gaming. 
When I describe the problems we have in telling 


a grand epic story in UOL... solo games and 
online games are very different in what they're 
trying to do. Solo games are trying to be like a 
novel or a movie in as much as you're given the 
role of a main character, and you have the 

epic journey - no one else does. But with an 
online game, it'S more of a huge, grand, 
wonderful place to go on vacation. They are 
two different experiences. 

Edge: Another difference between online 
games and solo games is that, whereas 
traditional oneplayer games are just 
entertainment, online games fulfill other needs 
as well... 

RG: One of the unfortunate side effects of 
computer gaming is that we have a whole 
generation of kids who have no social graces 
whatsoever. And this is exemplified in my mind 
by how much I hate going online for 
discussions, which I'm invited to do once a 
month or so. And I truly abhor going to do that 
for a variety of reasons, one because it's such a 
slow experience, but also, because everyone 
has a level of anonymity behind their online 
persona, they lose their normal good and proper 
etiquette. So you have people screaming over 
each other to get their questions in, people 
screaming expletives, people popping in to a 
chat room and making some dumb comment 
and then popping out again - the kind of 
behaviour that you would never get away with 
in the real world. So one of the things that I'm 
really keen to introduce with UOL is making 
people responsible for their actions, and this will 
happen as people are recognised by their online 
persona within the game. 

Edge: People talk a lot about latency and 


business models as being thorny problems, but 
what do you think are the real issues facing the 
evolution of online gaming? 
RG: The problems are figuring out what types of | 
games are fun to play beyond the C&C, Duke 
Nukem and fighting games. The biggest issue is, 
what can you do to keep them coming back, 
and once they are there, how can you make 
sure that the experience continues to be 
rewarding? In a solo game you can orchestrate 
thrills and coordinate the experience, but in a 
game like this you just don't know, you have no 
idea. The good news about this is that, unlike a 
solo game, we can modify UOL once it has 
shipped. So, for example, if everyone is sat 
around in town B getting bored, then we can do 
something to make life a little more interesting 
for them. 

Every time you go in the game, things are 
going to be different. Time will continue 
onwards, and it will never be the same game 
experience twice. " 
Edge: Which Ultima do you think has been the 
most rewarding in gameplay terms? 
RG: Ultima VII was my favourite because of the 
interactivity of the world - you could interact 
with everything. You could actually go and 
harvest crops, you could take them down to a 
mill and grind them into flour, you could take 
that flour and mix it with water, you could take 
that dough, you could throw it in the oven and 
15 seconds later a little loaf of bread would pop 
out and your could take that loaf and either eat | 
it or sell it, and that same level of detail was true 
of the whole world. And so one of our goals for 
UIX was to exceed the world interactivity of 
even Ultima VII. 
Edge: Ultima VIII was widely criticised for its 
move toward arcade-style gameplay and away 
from the traditional RPG styling of the other 
titles. What have you learnt from that game? 
RG: One of my favourite aspects of Ultima VIII 
was the visual detail and the animation - it was 
by far the most beautiful of the Ultima series. 
Also, the capabilities of the Avitar were far 
greater than ever before - he could climb up 
over walls and hang on to ledges and jump up 
on to them. So with Ultima IX we're trying to 
exceed the visual beauty we had in Ultima VIII, 
but we're also being careful to not make the 
game arcade-like. 
Edge: What specifically have you done to 
improve the visuals? 
RG: In terms of technology, the whole game is 
in 3D. Everything from the characters to the 
world is 3D, but it's a third-person camera 
polygonal environment. The nice thing about 
being polygonal is that you can always rotate 
the camera - unlike with previous Ultimas when 
things would get lost behind the walls, here you 
can always turn the camera to fix that. Also 
unlike most '3D' games that have bitmapped 
creatures in them, everything in Ultima IX is 
polygonal. There are no 2D objects. When you 
see a log with an axe stuck in it, that's literally 
an axe stuck literally into a log that's literally in 
the ground. You can walk over and pull the axe 
out of the log and wield it as a weapon, etc, so 
all the level of detail you would expect from an 
Ultima adventure is in here, but with a lot of 
new advantages. 


Another thing that I'd like to point out about 
Ultima IX is the way we created it. In bitmap 
games, when you build towns and.suchlike out 
of base shapes, its like building things out of 
Lego: you have brick texture pieces and you add 
them up to build a house out of them. When we 
went polygonal, we stopped building structures 
in that way. Now, we actually just say to the 
editor, ‘Go build a 3D object which is a house.’ 
Period. And that house exists in one case: there 
are no generic building parts which get placed 
into every building, so every building can be 
constructed however you want. You don't even 
need to have vertical walls - anything you can 
visualise you can build if you want to. And so we 
worked very hard to make sure every 
environment had its unique look. 

Edge: Along with true 3D graphics, prerendered 
scenes have become an almost compulsory 
visual element to PC games. Have you used any 
in Ultima IX? 

RG: Although cinematics are kind of fun to spice 
up a game with, they're not the core of any 
great title. However, we found some interesting 
ways to include them in this game. Plus, there's 
one flick showing three people viewing the 
approach of the end of the world, and their 
motions and expressions are just so good that I 
feel we've really created the state of the art for 
human figure creation, even compared to 'Toy 
Story', which is about as close to state of the art 
as you get. In that film, though, they're doing it 
with toys and the reason they chose toys is 
because its a lot easier to animate something 
which is supposed to look like plastic. But if you 
look at that Lord British face, every hair, every 
whisker was individually modelled. 

Edge Getting back to the series in general, why 
do you think Ultima has lasted so long? 

RG: Well, here's what I think did it, and it's 
something that started right back at the 
beginning of the series. If you look at the very 
first Ultima, it was written in BASIC and it was a 
good game, but, being written in BASIC, it was 
pretty limited — it didn't have a very good 
interface, or a good story. In fact, it was really 
never written in order to be published. So with 
Ultima Il, not only did | do things to improve the 
interface and the story which was normal, but I 
also rewrote the entire game in assembly 
language. And when | say rewrite, | didn't use 
the first one as a model, I started all over again. 

Ultima Il then was much better than Ultima | 
in terms of its physical capabilities, but it was 
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the very first assembly-language program | ever 
wrote so it was really pretty clunky. When | 
finished it | said, ‘Boy, now that I've learned 
assembly language | could really do a lot better 
if | started over and rewrote it again from 
scratch.’ Ultima IIl, then, was entirely rewritten 
and not simply based on Ultima Il. 

So with those games we started this pattern 
of retooling every aspect of the technology to 
make the maximum forward progress possible. 
Look at my earlier competitors like Wizardry, 
Magic and Bard's Tale - the original Wizardry 
was a great game and actually outsold Ultima |, 
but once they had a success they said, 'Ah well, 
in that case all we need to do is put in some 
new monsters and some new maps and we 
come up with Wizardry 2. And So W2 was 
technologically identical to W7 and therefore 
appealed to a subset of W1 owners. Looking at 
screenshots or reading text there was really 
nothing measurably better about W2 over W7, at 
least nothing that would be easy to extract and 
market so to speak. On the other hand, U// was 
a clearly a superior product to Ultima and Ulll 
was clearly a superior product to Ull. 
Consequently, Ultimas tend to always sell to a 
larger and larger audience, whereas most of my 
early competitors would sell to a subset to a 
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subset to a subset of their predecessors. After a 
vvhile a lot of people caught on to that, so 
VVizardry is still around, but only as a shadovv of 
its original self. 

Edge: After nine incarnations, aren”t you fed up 
with Ultima yet, even if gamers aren't? 

RG: People often say to me, 'How long is this 
going to go on?’ and, to be honest, | often ask 
myself, why am I still doing Ultimas? I've built a 
career out of one product line and that product 
line goes back to the beginning of the industry. 
When I look at movies that are sequeled over 
and over again | frankly get tired very quickly - 
after two or three I'm thinking ‘Okay, I’ve got it, 
y'know, give it a break.’ But I think that what's 
largely different about this industry than, say, 
the movie industry is the advancement of 
technology. If | go and pull out an Ultima | and 
an Ultima VIII or even a // and a III, there is so 
much of an immeasurable difference between 
them, the newer one will be a much cooler 
game and have so many more features than its 
predecessor. So, yes, they're all fantasy games 
and, yes, there are the same characters 
throughout, but it'S never a case of the same 
games - it's never a rehash. 

In my mind, as long as the technology 
continues to escalate at the rate it is currently 
going, | anticipate that there will be opportunity 
to continue creating vast medieval swords 'n' 
sorcery games like Ultima forever. It doesn't 
mean we have to call them Ultima and it doesn't 
mean they have to be in the same fiction, but 
the point is, the high concept of having 
interactive virtual worlds to explore is unlikely to 
go away or ever to become old or ever to 
become redundant for the foreseeable future. 
Edge: Ultima, then, has survived by continually 
reinventing itself and employing new 
technology. So where do you think gaming is 
going, or more specifically, where do you think 
Ultima can go after UIX? 

RG: İm a big VR fan. Obviously it's a way 
overused phrase and, quite frankly, VR 
technology is pretty poor at the moment, but I'm 
one of the first people who would just love to 
have a really great VR headset you could just 
strap on and then go and explore the world of 
Britannia, for example. However, in my mind 
there are two aspects of virtual reality: one of 
which | call sensory, in the sense of how good 
does it look, how good does it sound, or, even 
better, getting to feel it. The problem with that 
is, it'S not going to be here for some time. Well, 
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« there's also another aspect of virtual reality 


which is the intellectual aspect in the sense of 
how real is the reality? How believable is this 
place? You can make a pretty easy believable 
reality if your reality is pretty simple, like for 
example a racketball court — there are high-end 
racketball simulators that are pretty good, but 
that's not a very sophisticated reality, obviously. 
As far as I'm concerned, the Ultimas have been, 
from the very beginning, an attempt at being the 
most complete intellectual virtual realities in 
existence, and | think they've gone a long way to 
being there. | don't think there's another 
product that is even attempting, much less 
coming close to achieving, a complete living 
breathing world to the scale of an Ultima. And 
so that's where I think the Ultima series is 
heading - a virtual reality in the intellectual 
sense, and one day, when sensory aspects 
catch up, | would like to believe that it will also 
be the very first ever completely virtual world. 
Edge: You mentioned that current VR 
technology is disappointing. Do you think 
expectations of what computers can do 

are advancing faster than the actual 

computers themselves? 

RG: Oh, definitely. The thing is, RAM, picture 
memory and disc space are all scaling at the 
same rate, and since they're all scaling at the 
same rate, what's really happening is that the 
pictures are looking nicer, but the problems of 
animation and getting data to the screen are 
every bit as hard as they always have been - 
there has been no real improvement in the 
sense of animation performance, so it continues 
to be a very daunting challenge. 

Edge: Do you think accelerator cards will play a 
significant role in bringing about an 
improvement in PC graphics? 

RG: We're very excited about 3D accelerator 
cards, but there are two camps within Origin as 


to which ones we're excited about. The Jane's 
military sims team and the Wing Commander 
team are excited about all of them. And then 
there's the Ultima camp which is only excited 
about one or two. And the reason for this is 
there are two different kinds of cards: with most 
of them you have to load the textures up into 
the RAM of the card, but there are a couple - 
and there are future technologies coming on 
board — where you can drive the textures out of 
main RAM. For an Ultima we have to have the 
latter, because you can explore the entire world, 
SO, as you move across it, there are new 
textures coming in all the time. Unfortunately, 
copying textures to the graphics card is one of 
the slowest operations you can do, SO, for 
world-exploration games, the first type of card is 
not going to give us any speed advantage. 


Games which are mission-based like Doom, 
where you have a level and as long as you're 
playing on one level you're not changing texture 
groupings, can load all those textures into the 
card and run with that one level. But Ultima is 
past those cards - it isn't even going to attempt 
to support them and hopes they'll die a quick 
death. Instead we're hoping for the next round. 
People having to buy RAM for video cards is 
bogus in my mind anyway, because RAM is very 
expensive and you're having to duplicate it in 
two different places and you're not usually using 
them both at the same time. So, in my mind, the 
proper architecture is that RAM should be RAM, 
and the processors and other components 
should all be able to access it at high speed. 
That architecture is coming, but it's the next 
generation past this first round of video cards. 


Edge: It's easy to get too hung up on 
technological and visual progress, though, isn't 
it? Surely Ultima hasn't just survived because of 
its regular graphical overhauls. How important is 
fiction to the series? 

RG: If you look at the evolution of Ultima, the 
first three Ultimas were 'Richard Garriot learns 
how to program’ and then there was Ultima IV. 
UIV was the first Ultima that really worked hard 
to have a plotline — and not only a plot but a plot 
which had some meaning and social 
significance, or social commentary subtext to it. 
| was really worried when we did it that people 
would think, 'Uh oh, they've gone way off the 
deep end - moralistic and preachy and all that 
sort of weird stuff,’ but much to my pleasant 
surprise that didn't happen. 

So, though U/V it was not that much further 
ahead than U/// technologically, it improved on 
the plot and was the first ever number-one- 
selling Ultima — it tripled the sales of its 
predecessor. This taught me that, yes, the 
stories are extremely important. If you analysed 
an Ultima story, there's the actual storylines, 
events that happen, etc, and then there's the 
subtext. | always wondered if people really got 
the subtext, in the sense that U/V was about 
proving yourself to be a person of good virtue; 
UV was about what happens when the 
government gets involved and starts to legislate 
on morality; UVI was about social tolerance... 
anyway, you get the idea. So for every one of 
them, I've got my little phrase as to what the 
social subtext is to me, and | was very 
pleasantly surprised to find that most people did 
get it - and people who played it a lot 
understood not only the big plot, but also the 
message, and the message can often be a 
contemporary issue so I'm very pleased with 
that response and | think it’s very important to 
the continuation of the series. 

Edge: Japanese RPG series like Final Fantasy 
and Dragon Quest managed to survive a long 
time without recourse to profound moral 
themes. What did you think of those games? 
RG: | think they were fantastic. In fact, I'm 
amazed they didn't catch on more in the states. 
It's interesting because Gary Smith plays all 
those games and he's one of the chief designers 
on the Ultima series. We are constantly debating 
how much of that style to àdd to Ultima, 
because We all like it and think it'S an excellent 
gaming paradigm. | even think we could have 
the best of all worlds by taking complete 
believable worlds like Ultima, but putting kind of 
fanciful, fun interactions all over it. However, we 
haven't moved too far in that direction, because 


we really don't think that the PC-based market 
is really prepared for that style of gaming. I 
really think that it should be, quite frankly. 

| really don't understand why titles like Ze/da 
haven't caught on and become more popular 
here in the States, but they really haven't. 
Edge: Do you think games like Ultima and 
Diablo are more gritty and realistic because 
that's what PC gamers in general want or 
because that's what American gamers want - 
more realistic fantasy worlds? 

RG: It appears the latter to me. It seems 
Americans are looking more for 3D realism than 
fanciful playfulness. | couldn't tell you why. 
Edge: Have you seen Diablo? 

RG: Oh yeah, in fact it's really funny because 
when our marketing folks saw screenshots of it, 
they were going, ‘Oh you've got to look at this,’ 
as is prone to happen whenever we see 
competitive products in any of our genres, of 
course - everyone gets all excited about it: ‘Oh 
we've got to go and check this out.’ | think 
Diablo is a very beautiful product - it's 
fabulously beautiful, it has a really nice interface 
and it has a lot of really cool features in it. 
However, | don't really see it as a competitor to 
Ultima, in the sense that Diablo is fantasy C&C — 
it's not a role-playing game in the Ultima sense, 
it's a role-playing game in the hack 'n' slash 
sense. It is completely a combat game, it's not a 
world-exploration game - you don't find lots of 
artifacts and interact with things other than 
fighting or magic. If anything, Diablo should help 
Ultima. If people like Diablo, then it will help 
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bring more people over to the fantasy genre, 
which will bring more attention to my products. 
| expect I'll spend plenty of time playing Diablo 
myself — we play a lot of C&C, Warcraft and 
other action strategy games in my group. 
Edge: Do you think that, with the proliferation 
of Doom type games currently on the market, 
peoples' tastes are becoming much more 
simplistic, or do you think there's still a strong 
audience for complex RPG games? 

RG: Well, here's what | find interesting. | think 
too many people, including a lot of people 
within our organisation, fall prey to believing 
that genres attract people instead of believing 
that great games create genres. | am a believer 
that great games create genres, and so, for 
example, before Warcraft and C&C | don't think 
it was the case that everybody wanted to play 
those kinds of games, it's just that there weren't 
any. I believe those games were really great 
games, therefore people played them. 
Inevitably, then, other people really want to milk 
that by releasing games like Warcraft and C&C 
and jumping on the bandwagon, so to speak. 

It was the same thing with Doom. The high 
concept of Doom has existed before in previous 
games - it's not like there was an audience of 
people who just wanted to play fast-action 
shoot 'em ups in corridors. It was really that it 
turned out to provide this really great gameplay 
which just struck a chord with people so they 
played a lot of it and will continue for as long as 
great games are being made in that genre. 

However, every now and then great genres 
burn themselves out by lack of innovation, and 
quite frankly I think that it's currently a great risk 
with the 3D point-of-view combat game. | don't 
think there will be enough innovation to sustain 
it for that much longer. Quite frankly I'm amazed 
how long it's been going on - karate games 
have lasted way longer than | would of guessed, 
in spite of the fact that they've had plenty of 
innovation. I've been playing a 3D one in 
someone else's office down the hall, but it was 
the first time I'd looked at one for a few years 
and | went, ‘Wow, this is really way better than a 
few years ago.' It was nicely motioned captured, 
and it did lots of cool stuff for me on the screen. 
| didn't know any of the moves, though, and was 
just jiggling around most of the time! 

What I do find amazing in certain genres is 
how little innovation it takes to continue to build 
your audience. One area that baffles me is 
sports games. With the sports properties, they 
come up with a new title every year and every 
year they have new features and every year it's 
absolutely better than the year before. But these 
are often micro steps. It seems the same with 
Doom games - with these small steps forward 
people go, ‘Wow, instead of 16 monsters, there 
are 32 monstersı”, but I'm going ‘So what! So 
what if there are twice as many monsters, | 
want something profoundly new and different!’ 
| don't want five more moves and three 
monsters, | want something unique about this 
gaming experience! | don't want one improved 
feature, | want every feature to be better and I 
want a lot of features!' Apparently for certain 
genres it's not necessary, but I’m very devoted 
to maximizing forward progress. It just E 
might be why we've survived so long... 
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erry Pratchett is indecently good at his job. 

Good enough, in fact, to have made millions 

from it, and to be universally acknowledged 
as one of the world's best. Given that he's a novelist, 
it's rather surprising that he isn't a household name. 

Perhaps the reason for this is that he treats 
writing novels as a job, preferring to knock out at least 
a couple of books a year rather than do the hot-air- 
fuelled rounds of the talkshow circuit. And anyway, he 
doesn't seem to need publicity. His distinctive comic 
fantasy adventure books, mostly set on Discworld (a 
flat planet which rides on the back of four elephants 
which, in turn, stand on an enormous turtle) have 
sold so phenomenally well that Pratchett has long 
since lost count. 'It's almost impossible to calculate,' 
he says. 'The books have been translated into more 
than 20 languages and more than 10 million have 
been sold worldwide, about 8 million by Corgi alone.’ 
He has so far written over 20 books, including two - 
"The Hogfather’ and ‘Feet of Clay’ — last year. Jeffrey 
Archer is a small fry by comparison. 

In the flesh, Pratchett seems endearingly 
avuncular, although a neatly trimmed expanse of 
greying facial hair and an ever-present felt hat lend 
him a rakish air. He is unassuming about his methods: 
‘| write and | answer the mail. He has also been a 
videogamer since the days of the BBC model A, when 
ASCIl-character graphics forced games to depend on 
interesting plots rather than visual trickery. 

As a result, of course, adventure games 
proliferated like rabbits. Pratchett's novels, already 
generating a cult following, were ideal subject matter, 
and a Discworld-based game called The Colour of 
Magic duly arrived. Pratchett doesn't seem too 
enamoured of it: ‘The game was fine for its time, but 
it wasn't marketed well.’ Generally suspicious of 
flogging Discworld licences — he has resolutely 
avoided the lure of Hollywood's lucre — he waited 
until '95 to get involved in a second game project. 

That was Discworld, developed by Teeny Weeny 
Games and published by Psygnosis. A pretty standard, 
though polished, point-and-click adventure using the 
vocal talents of, among others, Eric Idle and Jon 
Pertwee, in which you play Rincewind, an 
incompetent and cowardly wizard, it can't have done 
too badly — Psygnosis has just released a follow-up. 


‘Discwor, id ff üfl 
but easier 


Discworld II is very much a sequel — again you 
control Rincewind and again he bungles his way 
through a mission. ‘Discworld I| addresses some 
problems in the first title,’ says Pratchett. ‘It's harder 
than the first game but easier to solve — there are 
more clues. You had to make occasional leaps of logic 
in Discworld. But there are more ways of doing things 
in Discworld Il. For example, if you need something 
sweet, you might be able to use cake, honey or sugar. 
We've made an effort to avoid the situation where 
you have to get A and B before you get C. 

Eric Idle's voiceover role has also been expanded. 
Developer Perfect Entertainment got him to record 
over 2,000 phrases related to most conceivable 
scenarios. Such as? 'Phrases like: "Only a complete 
pervert would think of doing that with a fish," recalls 
Pratchett. We've tried to make it more human.' And 
in general, it's been a success. The gameplay is no 
different to that of many other point-and-click efforts, 
but it's packed with random gags, puns and diversions 
- much like Pratchett's books. If you get stuck, you 
can at least find something to chortle at. 
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As for future game treatments of Discworld, 
Pratchett says: 'If there was ever a third Discworld 
game, I’m quite certain it wouldn't be like either of the 
first two, because technology is moving on.' Roughly 
translated, this means that one sequel is enough. And 
Pratchett, as a fairly committed gamer, is up to speed 
on the debate about the prevalence of sequels and 
the current lack of originality shown by developers. 

Not that he necessarily thinks this is the 
developers’ fault: “ wonder right now where the 
scope for originality in games lies. | recently finished 
Tomb Raider, thinking, "Wow, doesn't she move 
well?” But another part of me says, “Yes, but it's a 3D 
Prince of Persia, or Doom with more puzzles." All 
games, by their nature, could be broken down into 
text puzzles, with extra sound and graphics. 

'One game that ! did enjoy for introducing a new 
perspective was Wing Commander IV, in which the 
moral decisions you make during the course of the 
game affect the outcome.’ Pratchett obviously 
sympathises with games developers' increasingly futile 
search for originality, and draws a parallel with writing 
novels: ‘It may be that we have reached the limit of 
videogames. But also, the basic stories that people tell 
don't change. There was a market for murder- 
mysteries in the 19205. And there still is, although the 
nature of the detectives and the murders change.’ 

Having said that, Pratchett, displaying his 
hyperactive sense of humour, chooses to reveal his 
vision of a truly original game: ‘I'd quite like to see 
what a real outer space shoot 'em up would be like. 
In one of my kids’ books, | wrote a realtime game 
called Voyage to Alpha Centauri. It starts off as a dot 
on the middle of your screen, and if you can keep 
your machine on for the next 150,000 years, it gets 
bigger. ! don't think a realtime outer-space adventure 
would be very playable.' 

Pratchett comes up with an interesting take on 
the 'violence in games' debate: 'A friend of mine once 
made a movie set in a vicious world in which kids 
walked around carrying weapons. But they also had 
computer games which involved walking along the 
street, saying hello to people. This turned them into 
polite kids, which their parents couldn't stand.' His 
point, which seems entirely plausible, is that whatever 
the circumstances, kids will derive disproportionate 
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enjoyment from doing things which annoy their 
parents. This is an argument which the games 
industry would do well to take heed of. 

Another thing Pratchett likes in games is the 
unexpected: 'A key thing with all these games is how 
they deal with the surprising. For example, | played 
Privateer and made a point of exploring every system. 
But | ended up getting quite annoyed after trying 
unsuccessfully to find additional planets which had 
been deliberately left off the charts. Because of its 
vector graphics, | couldn't get to the edge of the 
universe, but | thought I'd go as far as | could to see 
what would happen. And there wasn't anything. 

Whether you like his books or not, Terry Pratchett 
is one of the UK's leading novelists and something of 
an unsung national treasure. He must also be one of 
the only novelists with an intimate knowledge of 
games. It would be interesting to see him team up 
with a game developer and indulge some of his more 
experimental gaming urges, something that could well 


ignite the spark of originality he believes is dr 
missing from contemporary videogames. 
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Excalibur 2555AD 
VVreckin” Crew 
Amen 
Dynamite Soccer 
Wild Choppers 
unreal 

Street Fighter III 


Biohazard 2 


Scud Race 


Bullfrog's Creation (above), like many in its current roster of games, has been 
in development for ages. The company is novv claiming a PC release in lune 


m” biSoft, responsible for last year's Micro 

= | Machines-inspired Street Racer, has now 

meal graduated to 3D arcade-style racing with Pod, 
due for release on the PC in the Spring. The game, which at 
this point could be loosely described as Wipeout with cars 
instead of hovering spacecraft, is set on a dying planet 
where racers are competing for the last seat on a space 
shuttle bound for greener pastures (tenuous, yes, but at 
least it's original). The player can choose from eight 
futuristic vehicles and compete on 12 circuits, although 
more will be available for download from Ubi's website. 

At the moment, the game is perhaps most notable for 
its early implementation of Intel's MMX technology 
(although a standard Pentium version will also be available, 
with an extra four tracks). This has allowed programmers to 
tease an impressive 30 fps frame rate out of a P120 - and 
that's at 640x480. Screenshots show plenty of lush visual 
detail and there look to be some excellent atmospheric 
lighting effects. Combine all this with a plethora of 
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multiplayer options and Pod could turn out to be one of the 
most accomplished PC-only racers the format has seen. 

PilotWings 64 co-developer Paradigm Simulation is 
continuing its commitment to the Nintendo 64 with a game 
for Japanese publisher Video System. Sonic Wings Assault 
(below) originates from an unmemorable vertical shoot 'em 
up series on the Neo-Geo, but this new version is an 
entirely different affair, more in the mould of Namco's 
coin-op and PlayStation title Air Combat. 

After a period of silence, Bullfrog is finally nearing the 
completion of a couple of its much publicised PC titles. 
As well as the hugely delayed Dungeon Keeper, which 
Molyneux assures Edge is virtually complete (that'll be six 
more months, then), the eagerly awaited Creation is 
currently undergoing last-minute nips and tucks, and 
Should be out on the PC by June (September?) with 
the PlayStation version due in September (December). 
Plot-wise, it's a kind of futuristic sci-fi adventure. Mankind 
has completely irradiated the oceans, killing off all life 


Paradigm's recently formed videogame division is putting together N64 
title Sonic Wings Assault (above) for Japanese publisher Video System 


Eidos’ stunning 3Dfx-powered 
Team Apache (left) makes 
possibly the best use yet of the 
PC 3D accelerator. Expect a 
more detailed look in issue 43 
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Pod (above) from UbiSoft, is a futuristic 
racing game which uses MMX technology 


« therein, except for a few lucky specimens which have 
been transported to a healthy ocean planet called 
Creation. Here, the player, as a kind of sub-aqua game 
keeper, must protect the various dolphins and whales 
from a dangerous narcotic fungi spreading across the sea 
floor. Unfortunately, any creature that ingests the 
substance becomes totally psychotic and will kill anything 
in the way of its next fungal fix. The ultimate aim is to 
destroy the fungi and help the undersea drug addicts. 


In Japan the Neo-Geo isn't 
dead just yet. New arrivals 
include Neo Bomberman, 

Samurai Showdown IV 

(right) and Fatal Fury 5 
(far right). A Saturn version 
of the cutesy Metal Slug is 
also on the way, too 


Hellracer, from Virgin developer Intersection, is a racing game with a free-form 3D landscape, 
with no set roads or pathways — it's up to the player to find the fastest route to the finish 


Taito's Ray Storm features some of the 
best visuals yet seen on Sony's machine 


Typically for Bullfrog, Creation represents a rich 
combination of game genres. Mostly, its a kind of 
underwater strategy title, but there's a hint of shoot 'em 
up in there as well. During the game, drug dealers from 
Earth turn up to harvest the fungi and the player (who sits 
in a multi-purpose mini-sub throughout the game) 
apparently has to repel them. 

Along with the interesting plot, Creation also boasts 
some beautiful undersea graphics as well as new light 
sourcing techniques and 'realistic fish movement'. 

Development house King of the Jungle (the team 
comprising the creators of the original SNES Street Racer; 
Stavros Fasoulas, the programmer of polished C64 titles 


Norwegian development team Innerloop has created a revolutionary 35D 
landscape engine for the PC (left, below). A full report follows next month 
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The Saturn version of Manx TT (below) has finally been unveiled by Sega 
and looks like a promising conversion. Whether the intended 60fps frame 
rate will hold true isn't known but whatever happens its arcade notoriety 
should ensure it a rapturous reception on a similar scale to Sega Rally 


King of the Jungle's platformer 
Agent Armstrong looks explosive 


such as Delta; and one-time ZX Spectrum coding maestro 
Raffaele Cecco), is currently putting the finishing touches 
to its own 3D action/adventure title, Agent Armstrong, for 
the PC and 32bit consoles. The game takes its visual cues 
from the 1930s and the graphics - a mixture of 
prerendered, 3D-modelled and traditional hand-drawn 
locations — certainly look interesting. Plus, the PlayStation 
version should make full use of transparency and fog 
effects, and the console's powerful polygon handling will 
allow for entire buildings to sink into the ground when 
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destroyed - all running at a smooth 60fps (50fps in PAL). 
The developer is also working on a rally game for both PC 


. and PlayStation, due for a late Summer release, but no 


screenshots are currently available. 

Meanwhile, Rage Software, responsible for the Striker 
games on the SNES and PlayStation, is working on a 
number of multi-platform titles. Striker '98 is due out by the 
end of the year on the N64, and a Wipeout-style futuristic 
racing game entitled Hellracer is also on the cards for the 
PlayStation. The similarity to Wipeout may not be 
coincidental — programmers and an artist from the original 
Wipeout team are working on the game. Unlike Psygnosis' 
game, Hellracer features freeform landscapes rather than 
confined tracks, forcing the player to seek out the fastest 
route to the finish line. 


Tobal 2 (left) from Square features 
hi-res graphics and a better quest 
mode. Climax's Runabout (below) 


POLICE 
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Rage is obviously in the mood for some healthy 
competition at the moment. The company is also 
producing an underwater sub game called Under Pressure, 
which will be going up against Bullfrog’s Creation and 
Criterion’s Sub Culture (and, if it ever appears, Scavenger’s 
Scuba) in the burgeoning ‘aquatic adventure’ genre. Due to 
appear in the autumn, the game will be more of an arcade 
experience than a straight simulation, allowing the player 
to don scuba gear and explore crashed airliners and 
doomed nuclear subs. 

Climax, having just finished the English-language 
version of its unusual action RPG, Dark Saviour (review 


Old shooters never die 


“ua ço 


Konami's much-delayed Dracula X 
for the PlayStation (right) features 
more role-playing elements than 
previous Castlevania games and 
will be released in Japan in March 


Rage Software's underwater title, Under 
Pressure, is on a collision course for 
Criterion's similarly aquatic Sub Culture 
and Bullfog's Creation. The emphasis 
here, though, is firmly on the action 


next issue), is now turning its hand to the racing game that 
its director Shinya Nishigaki hinted at back in E37. 
Developed in cooperation with Japanese thirdparty 
developer Yanoman Games, Runabout (see screenshot, 
page 25) is the company's first PlayStation game. It 
features vehicles in the form of both cars and, humorously, 
mopeds, and should hopefully inject a bit of originality into 
a rapidly stagnating genre. 

Finally, just as Edge closed the doors on issue 42, 
Eidos Interactive demonstrated a brace of 3Dfx-powered 
titles, Terracide and Team Apache. Needless to say, 
both look stunning. More next month... Lə 


Maxis has added another sports title to its range with Anco's Kick Off 97 for 
the PC (above). An in-depth prescreen will appear in Edge next month 


New shots of Zelda, Mother 3 and Yoshi's Island 64 were released by 
Nintendo just as Edge went to press. Yoshi 64 (top) has been created 
with an emphasis on stunning pseudo-3D graphics — it currently has a 
look not too far away from Sega's shallow but beautiful Clockwork Knight 
but expect Miyamoto to create gameplay on a par with, or perhaps even 
surpassing, the original landmark SNES title. Mother 3 (above) is another 
sequel to a popular Japanese SNES series (Mother 2 was released in the 
US as Earthbound) and developer APE has obviously been keen to make 
much of the N64's hardware — these early shots show evidence of it 
being as far removed from the original series as Zelda 64 is from Zelda III 


Nintendo's latest set of 
screenshots from its 
forthcoming 64bit epic, 
Legend of Zelda 64, 
reveals further 
environmental detail to 
whet the appetites of 
fans everywhere. Link 
himself is modelled in 
spectacular detail 
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Gametek's first N64 title, Robotech (above), 
features some startling graphics but there's a 
distinct possibility of a Starfox-style trade-off 

in terms of restrictive 'on-rails' gameplay 
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Format 

Publisher 
Developer: 
Release: 


Origin: 


Follovving hot on the heels of Lara Croft comes another female adventurer, 


on a quest to recover the legendary sword of the game's title. 


Will Telstar's ambitious 3D adventure have the legs of Core's standard-bearer? 


cursory glance at Telstar's latest 
A PlayStation title will leave the 
average 32bit console owner - 
who hasn't spent the last six months 
asleep - thinking one thing: Tomb Raider. 
'It'S quite different,' counters Bill 
Pullan, managing director of Tempest, a 
Leeds-based development outfit whose 
previous game, Lone Soldier, hinted at its 
expertise in 3D (some members of the 
team once worked at Vektor Grafix on 
games such as Killing Cloud). 
‘Tomb Raider is basically Prince of 


Bill Pullan of Tempest: 'The raw Rəy wA yeu: power of the PSX has been our main 
exploitation because each room is s 


100,000 fully lit, Gouraud texture-mapped polys per second, running at a constant 25-30fps' 


ubdivided into lots of tiny polygons. We're getting over 


Persia in 3D, whereas Excalibur 2555AD is 
more like Ze/da,' Pullan continues. 'If you 
know these classic games, you'll know the 
difference. Okay, both Tomb Raider and 
Excalibur have a female lead character, 
and they're both third-person adventure 
games. But the similarity ends there.’ 

Excalibur tells the tale of a female 
adventurer from the mythical age of 
Arthur and the Knights of the Round Table. 
When the legendary sword Excalibur is 
stolen by warriors sent back in time from 
the far-flung future, she is projected 


The environments in the game vary wildly throughout the game, and each entire level is held in RAM, meaning no | 


tedious loading. ‘At times | thought we were never going to fit each one into just 2Mb,' says Pullan, ‘but we did it’ 


from e hical excesses, 
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the rb eauty 


to lie in 


Excalibur”s stunning lighting routines constantly drench the action 
with subtle hues and tones, whether it's flaming torches lighting the 
way (top), or more artificial sources of illumination at work (above) 


game world, new spells can 


eer Variety It offers 


As well as confronting enemies in hand-to-hand combat (left and above), the player will 
have to learn how to use magic (above right). By combining different items from the 
created to offer a broad range of magical goings-on 


forward into their time by her father, the 
magician Merlin, to retrieve it. 

'Before we started the game there 
were all these fast action PlayStation 
games like Ridge Racer, Wipeout, and 
Tekken but not really many thinking man's 
games,’ says Pullan. ‘There were lots of 
people crying out for a good, atmospheric 
adventure game like Alone in the Dark or 
Zelda, SO we set about writing one. But 
one that had adventure elements as well 
as action, one that lets you interact with 
many different characters and gives the 
player a feeling of not just completing the 
various levels of the game, but of 
unravelling a story.’ 

The Alone in the Dark analogy is a 
good one when examining Excalibur on 
the level of presentation. “Games 
nowadays obviously need to look good,’ 
believes Pullan. ‘They need to catch the 
punter's eye and make him want to see 
more. So we decided right from the start 
to have a dynamic camera system that 
moved and zoomed to odd positions and 
angles to give that cinematic look. We also 
wanted to use lighting to create dark and 
creepy corridors and to add atmosphere. 
And to have many different characters 
that you can talk to - we ended up 
creating over 100 of them.’ 

This manifests in a realtime 3D 
environment that can be viewed from 
either behind the character (which 
appears to lend itself to clarity of action), 
or from a thirdperson, Resident Evil-esque 
mode (which proves more atmospheric). 

Apart from graphical excesses, the real 
beauty of the game appears to lie in the 
sheer variety it offers: ‘The designers 
worked separately so there was no 
crossing over of ideas which gives the 
levels a uniqueness without losing the 
flow. The number of different characters 
you meet contributes to this, as does the 
variation of the puzzles.’ 

With realtime lip-synching covering 
over 65Mb of speech, a clever spell 
system and an extravagant 3D engine, 
Excalibur 2555AD could well do for 3D 
action adventures what Tomb 4 
Raider did for 3D platform games. 
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horizontal plane, 
T atform 
jumps with adventure 
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game that could bring together the 
playability nuances of the original Mario 
Kart with a cutting-edge 3D graphical 
quality to rival anything seen to date. 

The team, Quickdraw Developments, 
was formed in 1995 and boasts a 
combined industry experience of over 60 
years, with members culled from the likes 
of Sega, Psygnosis and Electronic Arts, 
among others. 

'With Wreckin' Crew we want to create 
something that introduces 32bit power to 
the gameplay style, originality and 
longevity seen in classics like Mario Kart,' 
says Steve Pearce, chief coder on 
Wreckin' Crew and one half of 
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Embryonic software developer Quickdraw is currently finishing a mix of 
Mario Kart and Ri ge Racer that could give PC and PlayStation owners 


a taste of what the formats have so far been lacking 


. 
4 
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Wreckin’ Crew is far from being a serious racing game, even though its technical merits would appear to lend themselves to the genre. Each racer 
has his or her own special moves, ranging from sonic booms generated by in-car sound systems to a rather more direct blunderbuss attack (right) 


ust outside of Wimbledon, a small, 
J but perfectly formed, codeshop is 
working on a labour of love, a 


Quickdraw's management partnership. 
‘It’s not just a case of aiming to produce a 
version of a 16bit classic on a new 
machine, simply because having so much 
more power at your disposal should alter 
the original design. Mario Kart worked so 
well because it managed to get the 
balance between "easy to play" and "hard 
to master" just right. In taking just this 
aspect you have a great starting point 
from which you can use modern 
technology to expand upon all areas of 
gameplay - the driving model can have 
more subtleties that are only discovered 
after time; the game environments can be 
made more detailed; and the opposition AI 
can become more sophisticated.’ 
One of Wreckin' Crew's chief strengths 
is the complexity of its level construction. 
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One of Quickdraw's most notable achievements with Wreckin’ Crew's 3D "- is 
realtime animation. This fairground pirate ship (left) is one of many moving features 
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Though the game's 
urban levels bear 
similarities with Rídge 
Racer, they're 'free' 3D 
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Quickdraw's Lloyd Baker is confident that M/reckin” Crew's scope is one of its strengths: “The sheer size is huge. Each 
of the racing worlds is made up of roughly 500,000 polygons which form about 3,000 distinct landmarks per level” 


“Racing on the Nevv York level is the 
xə 


‘We've designed it so that each level has 
multiple routes contained within it,' 
explains Pearce. ‘If you look at any other 
track-based driving game, the most you'll 
see is a forked split in the road which joins 
up a short distance later. In our New York 
level there are roundabouts with five-lane 
turnoffs, each of which leads to further 
forks and T-junctions. A race on that level 
is actually the equivalent of driving round 
the centre of London at 100mph!’ 

This kind of detail clearly requires an 
extremely powerful 3D engine. "We're able 
to generate around 2,500-3,000 polygons 
on-screen at any one time at 30fps on the 
PlayStation,’ reveals Pearce, ‘and at up to 
60fps+ on a high-end Pentium. The floor 
alone requires up to 1,000 polygons per 
frame. Compare this to a linear racer such 
as Wipeout or Ridge Racer, where you 
merely see the track coming towards you, 
not roads and buildings leading off in all 
directions, and you'll see what we've 
achieved with our game worlds.’ 
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The cars themselves are all accurate 
representations of genuine Hot Rods, 
some dating back as far as the '30s. Lloyd 
Baker, the other half of Quickdraw's 
visionary duo, is the man behind their 
look: 'Hot Rods have smooth, curved lines 
and body panelling, and to do them justice 
in a realtime 3D model would require a 
huge amount of polygons - it's easy to 
represent an Escort with polys, but a 1957 
Chevrolet is a different kettle of fish.' Thus, 
like Mario Kart 64, Wreckin' Crew uses 
prerendered sprites on realtime 3D 
backdrops to maintain a rapid frame rate. 

Upon these solid foundations, the 
team has built countless extra features. 
‘The way the worlds have been designed 
allows us to include many hidden 
features,' says Pearce. 'These range from 
secret routes and short cuts to teleports, 
level-specific power-ups, sub-maps and 
even subgames. We're particularly proud 
of this kind of attention to detail - 
something that's only usually seen in 
Japanese games.’ 

With its distinctive look and feel and 
link-up options for multiplayer gaming, 
Wreckin' Crew could push 32bit = 
racers in a welcome new direction. 


Distinctive pou 
sequences introduce 
the game's many and 
varied characters 
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Having carried out the legwork for DMA's Lemmings sequel, - 
Clockwork has turned toward a familiar genre for its 


latest game: an imaginative 3D racing romp 


Clockwork has obviously s 


of time and effort developing the 


circuits for Speedster. Each 


be a complex, multi-levelled affair 
with plenty of blind corners, jumps 
and impossibly banked corners 


a lot 
ks to 


ith Micro machines 3, Manx TT 
W and Touring Car all due out this 

year and all poised to spawn 
copycat titles, the racing genre is set to be 
just as crowded in '97 as it was in '96. 
However, not all interesting racers will be 
from established names. 

Speedster, for example, is the 

forthcoming title from Clockwork Games, 


Speedster uses true 3D visuals to give 
a realistic slant on the usually 2D- 
generated, overhead racing genre 
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previously known only for 3D Lemmings. 
Due to the game's employment of a third- 
person viewpoint, it will probably get 
thrust into the comic book Micromachines 
category, despite the fact that, unlike 
other titles in this sub-genre, Speedster is 
true 3D. The camera angle is adjustable 
allowing players to view the game from 
many angles, and scenic objects are 
rounded rather than being merely textures 
slung onto single polygons. 

The use of true 3D graphics has also 
given the designers room to experiment 
with interesting course elements like 
jumps, banked corners and raised 
roadways. There are some clever lighting 
effects, too: on the night city track, for 
example, vehicles light up when they drive 
under lampposts, providing a sense of 
interaction between car and scenery. 

To add variety to the standard racing 
formula, Clockwork has included a wide 
selection of vehicles. Players will be able 
to choose anything from racers like the 
Ferrari and Buggati, to heavy vehicles like 
a dune buggy, jeep and pick-up. 

Overall, Speedster looks very 
promising. Its track designs are neat and 
interesting, and plenty of thought appears 
to have gone into gameplay. With a split- 
screen mode completing the game’s 
interesting list of attributes, Clockwork 
could soon find itself becoming famous 
for something other than 
pretending to be DMA. 


Each of the available 
vehicles features 
realistic handling and 
collision physics 
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From the company that consistently delivers high 
performance graphics accelerators, comes 

he next wave of graphics innovation for your 
home PC. 
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Matrox Mystique’s state-of-the-art technology 
combines the new MGA-1064SG 64-bit graphics 
chip, an integrated high speed 170 MHz 
RAMDAC and powerful SGRAM memory for 
mind altering performance. 
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From now on your Windows 95 applications will explode onto 
your screen at resolutions as high as 1600 x 1200. You'll 
also play back TV quality MPEG and AVI video clips at a 
smooth 30 frames/sec. 


And unlike many of the competition's 3D decelerators, Mystique 
delivers true 3D game power with the highest frame rates 
possible and a unique set of 3D features not available 
with other products. You'll also get blazing fast DOS game 
acceleration with Mystique's superior 32-bit VGA engine. 


By adding on the Matrox Rainbow Runner series of upgrades, 
you'll discover an exciting new universe of digital video and 
make obsolescence nightmares a thing of the past (Q1 '97). 
You'll be able to send video over the internet, play PC games 
on a big screen TV, decode MPEG video in hardware and 
watch TV on the PC! Explore all the possibilities at 
incredibly low prices. 


Satisfy your desire for the fastest, most complete 3D, Windows and 
video accelerator available. Discover the plug and play world of the 
Matrox Mystique. Starting at only £109* ( RRP. ex VAT) 
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colour at default manufacturer refresh rate based on gouraud shading, perspective correct textures, point sampled and z-buffer 
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Seta is claiming that it will take around three hours to master piloting Wíld 
Choppers' helicopter. Foregoing the infinite ammo situation prevalent in most 
console air-combat games, it presents a complex game of heli-based action 


eta has gone for a deep take on when considering the time and ammo 
S helicopter combat with Wild constraints which will force players to fly 
Choppers. The action will be and fight economically. 
varied as the player takes on a terrorist Progress to the next stage is 
army in three missions, each divided into dependent on the player gaining enough 
Format: three further stages. experience in the current mission - a 
Publisher: The mixture of tasks in each mission - further indication of Seta's stated, and 
Developer: destroying radar sites, rescuing hostages, welcome, intention of favouring 
Release: etc — is very reminiscent of EA's Strike interesting, strategic gameplay IE Though not as visually 
: "wi ; strong as Nintendo's 
Origin: series, and the comparison is stronger still rather than all-out destruction. 


in-house titles, Wild 
Choppers looks tasty 
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Dynamite 20ccez 64 
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he J-League's success has 5 BELLNBRE 0-2 SRNERECCE 
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İ transformed football's image in ah T M nonem 


Japan so much so that it now 
rivals baseball as the country's favourite 
sport, meaning that football games are 
essential titles for cutting-edge consoles. 

Imagineer's J-League Dynamite Soccer 
64 will arrive on Nintendo's machine in the 
wake of the superlative J-League Perfect 
Striker from Konami. Like Konami's game, 
DS64 will use motion-captured players and 
3D presentation with a fluid camera. And, 
similarly, the J-League license lets 
Imagineer use all of the league's data to 
portray players, teams and stadiums. 

Other less than unique features 


DS64 accentuates goals include variable weather conditions, 
(top). ee different modes of play (Championship, 
be ies Pr (above) Cup, Friendlies, etc) and a commentator. 


However, on the evidence so far, DS64 has 
less detailed graphics than Perfect Striker 
and it will certainly have to be something 
special to match the quality gameplay on 
offer in Konami’s groundbreaking title. 

With Electronic Arts’ ongoing FIFA 
series also due to appear on the N64, 
Imagineer will have some stiff competition 
when it hits Japanese game stores' = 
shelves this month. 
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screen 


The realism afforded by the Unreal engine is breathtaking. Multiple 
light-sourcing and high resolution 16bit colour are standard features 


he history of videogames is marked by 
episodes of sudden, groundbreaking 
originality interspersed with long periods 
of imitation. At first, Unreal appears to fall into the 
latter category. It is, after all, a 3D firstperson 
shooter, and despite the recent advent of 
polygonal enemies, the genre may be fast 
approaching the limit of its creative possibilities. 

However, it's soon evident that there's more 
going on here than originally meets the eye. The 
design team humbly refer to Unreal as ‘The 
Quake Killer', and they may well be right. 

As revealed in Edge 41, the game is based 
on one of the fastest, most flexible and 
sophisticated 3D engines ever designed, running 
at high resolution in 16bit color. It boasts 
realtime, multicoloured, dynamic multiple light 
sourcing and sports a huge number of of the 
most highly detailed texture maps Edge has yet 
seen in a game. 

Even with the new technology, however, the 
game is still firmly firstperson. ‘We like this 
perspective,’ says lead programmer Tim 
Sweeney. 'The main problem I have with, say, 
Mario 64 is that you get into these confusing bits 
where you wish the camera would go a certain 
way and it doesn't, or no matter how you move 
the camera, it's never quite right.' 

The player takes the role of a 
prisoner who, while being 
transferred, crash-lands on an 
alien planet. A war between 
two sentient races has been 
raging on the planet for years and, 
thanks to the fact that the planet's core is 
made up of an element called Turitium, other 


equally hostile alien races have been crashing 
there with appalling regularity as well. The player 
is stuck in the middle of it, struggling for survival 
and trying to escape. 

A female hero was originally planned for the 
game. However, according to co-designer Cliff 
Bleszinski, 'Although when we started, we 
thought having a female character would be 
revolutionary, now everyone's doing it, so we're 
going to have a male and a female, and maybe 
get a kind of ‘X-Files’ thing going on — except I 
think the guy's going to be bald and the woman 
will have tattoos.’ 


The sheer speed and beauty of the 


game's engine has been enhanced by Intel's 
new MMX processor instruction set. While this 
doesn't speed up the rendering directly, it does 
add to the game's detail and realism in startling 
ways. Bleszinski explains: 'For one thing, MMX 
enables us to mix coloured lights. So if you have 
a room lit in orange torchlight, with a blue light 


Unreal may look like a generational leap ahead of Quake, but the designer's influences are clear to see. The key for 
the Epic team will be to create a strong singleplayer as well as a multiplayer experience, which Quake failed to do 


coming through the door, and you shoot a green 
fireball, it will all blend perfectly. The coloured 
lights still work on a regular Pentium, but it's 
going to be more sector-based and doesn't 
shade over quite the same.’ 

Marketing director Mark Rein adds: 'All you 
have to do is look at how much better the 
textures look in 16bit and 24bit colour, look at 
the water and at how much better the 
transparency is — that's a lot of what we use 
MMX for. If you don't have an MMX machine, 
you won't know you're missing something, but if 
you do have MMX, it sure looks nice.’ 

MMX instructions also help smooth and filter 
the game's numerous, detailed textures, of 
which the team is justifiably proud. 'A lot of them 
are 128x128, Sweeney says, 'but some are as 
much as 512x512 for textures that align and 
repeat. Some special ones are even bigger.' 

Lead designer James Schmalv adds: ‘In 
fact, while we were testing how different things 
affected the frame rate, | thought, "Okay, let's try 
Quake-sized textures," which are more modestly 
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The publicly available 
level editor will make 
DIY maps a simple task 


» 


Coloured lighting, which was initially a feature promised for Quake, is used extensively throughout Unreal. The 
water effects, such as coloured transparencies, are included courtesy of Intel's enhanced MMX chip instruction set 
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«4 sized, just to see if it made Unreal any faster. 
Turns out there's a whole 3% speed increase, 
but we figured, “Well, at least our way we've got 
four times the detail!’ 

Thanks to the large number of different alien 
space wrecks, each of the game's planned 30 
singleplayer levels has a wide variety of looks. 
And, thanks to the 16bit colour palette, they're 
not just different shades of grey and brown (a 
criticism levelled at Quake) but feature lots of 
colourful (if still fairly subdued and moody) 
corridors and rooms. Outdoor scenes link the 
levels, so progress is seamless, with no breaks in 
the game's considerable action. 

That action is, however, set off by a series of 
puzzles and other tasks that neatly avoid the 
'button-door' affairs common in the genre. 


The monsters are vastly superior in detail to those in Quake, but how 
many will appear onscreen at once, without slowdown, is debatable | 


The texture maps are incredibly detailed and transform the relatively simple geometry into a 
highly believable environment. Some of the textures are as large as 512x512 pixels 


Instead, the game is more like a 5D Metroid in 
structure, with special objects that have to be 
found before you can progress to new areas. 

A different set of levels is designed for 
multiplayer combat. 'Designing a level that works 
for both multiplayer and singleplayer is like 
building a car that goes on the water, Bleszinski 
cracks. 'It's just stupid.' 


Most exciting is a feature that Epic 


MegaGames wants to release to the public: the 
team's own level editor. Rein explains: ‘What we 
hope to do is include an unsupported, feature- 
limited version of the level editor. Cut out all the 
dangerous stuff — like what's still buggy at the 
time of release or needs to be simplified — but 
give something with the game to spark interest. 
Later we'll release a standalone version with a 
really fat manual and a lot of prebuilt brushes 
and textures and sound effects. We'll 
"product-ize" it and make it easy to use, because 
we want people to be able to use this and not 
have to be rocket scientists.’ 

The team hope the editor will take the level 
hacking that began with Doom into a new realm, 
giving thousands of Unreal fans the chance to 
design their own worlds. It is sophisticated 
enough to enable almost anyone to import 
their own textures and build practically any 
structure and includes a scripting 
language for making puzzles. 

If Unreal accomplishes nothing 
more than putting game design into 
the hands of the public, it will have made 


Format: 


its mark. And if Epic, with the aid of partners Publisher: GT Interactive 
DMA Design, can get the gameplay right, the Developer. Epic MegaGames 
Release: June '97 


term ‘Quake Killer’ may prove to be more 4 


than an idle boast. Origin: US 
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ucked away in a nondescript office complex in Rockville, Maryland 
T on the east coast of the United States is the office of Epic 
MegaGames, the company responsible for Unreal. Edge dropped 
in on the Unreal team - marketing director Mark Rein, lead designer 
James Schmalv, co-designer Cliff Bleszinski and lead programmer Tim 
Sweeney - to probe the design process behind the game... 


Edge: Unreal has been in development for three years. How did it start? 
James Schmalv: | made the terrain first. A Magic Carpet-type terrain. 
Mark Rein: Oh yeah! This is funny. The first thing we ever had was the 
outdoor terrain, and we haven't had it since! [Laughs.] But it is going back 
in the game. DMA is going to use one of its SGI terrain editors to design it. 
JS: | was experimenting with a cavern-set, robot-type game, and I 
progressed to the continuous mesh technique that we have now, so I 
changed it from caverns to outdoors. By then | had these polygon 
creatures, like this dragon flying around - that was the first good polygon 
creature we made up. From there we added buildings, and Tim got into 
making this editor for doing the buildings. After that, it took off and just 
became, obviously, incredible. [Laughs.] So I started focusing on the 
creatures and the artwork, and Tim took over the engine. Because the 
editor was making it so easy to put together the structures, we had the 
tools to make the indoor areas, so there was less focus on the outdoor 


"We could do Unreal as a 
but we don't want to, 
We want to keep the levels intact 


stuff. But like Mark said, we'll add that later. 

Edge: Why a firstperson shooter? 

JS: Well, it'S changed a lot over the years. Once the editor started looking 
good, we knew we were going to set it mostly indoors, because it was so 
easy to make the indoor stuff look good... 

MR: Well, the thing is, the indoor stuff is actually harder to do. 

Edge: Why? 

MR: Just because you see so much more detail. The engine has to move 
really fast, and you need detailed textures because you can get really close 
to stuff indoors. Outdoors, stuff is generally farther away. 

On the other hand, there's a lot of limitations doing outdoor stuff that 
you just can't get around. Indoors, there's lots of ways to trick the user's 
eye. It'S really amazing, but some of the most detailed scenes in Unreal, 
you're only looking at 50 to 80 polygons - the details are in the textures 
and the lighting. We're trying to get more and more polygons in there, but 
the details are really in the lighting. 

To do Unreal's lighting on a machine like the Nintendo 64 would require 


cartridge, 
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way more polygons, because a lot of these 3D accelerators light whole 
polygons, they don't light regions. What Tim does with these little 8x8 areas 
of the screen... | mean, each individual area of the screen that you can 
assign how much light there is, they're only eight pixels by eight pixels. 
That's really small, which is why the lighting is so smooth, because you 
can't really see the gradations in it. There's really only 64 levels of light. 
Edge: Moving to the Nintendo 64 version... 
MR: We still have to get Nintendo's approval on everything, but we're 
working on it. We're already coding the engine. 
Edge: Given that you have a very large number of high-resolution textures 
in the game, will fitting them all into a cartridge be a problem? 
MR: Well, we'll have to reduce the dimensions of the textures, so they'll be 
scaled down quite a bit, but with the bi-linear filtering, you can get away 
with much lower-resolution textures and it will look just as good. Plus, 
you're also playing at a much lower screen resolution. With the Nintendo 
64 and other systems that have only a few megs of RAM, we'll probably 
have to make some compromises - limit the number of unique textures per 
level, maybe cut the levels up a bit — but for the most part I think folks will 
be surprised at how good Unreal looks on that system. The Nintendo 64's a 
heck of a powerful system, and since we're hoping to do Unreal for the 
64DD drive, storage hopefully won't be a problem. We're going to have, 
well, | don't know exactly with compression, but many, many megs. 
Edge: So Unreal's not an N64 cart? 
MR: | think we could do Unreal as a cart, but I don't 
think we want to do Unreal as a cart, because we 
want to keep the amount of detail. We want to keep 
the levels intact. There's a limit even with the disk, 
because you load each level's textures as you load 
the level, but we don't want to have the same look 
over and over again, and that's the problem with a cart. LucasArts can do 
Shadows Of The Empire now and sort of get away with it because there are 
very few games now, but later on when there's lots of games, you won't be 
able to. 
Edge: Getting back to the PC, when did you first get excited about MMX? 
MR: It's kind of funny. Intel had heard about Unreal, and they invited us to 
Portland to show it — like Microsoft, they support developers really well — 
and we showed it to their engineers and OEM people and marketing 
people... 
JS: Back then the game consisted of just the outdoor terrain and the 
dragon... 
MR: After the meeting, the Intel people came back in with a stack of non- 
disclosure agreements about MMX. They told us about it, because I don't 
think they actually had chips at the time - I think they've been working on it 
for about six years, so it's not something they just threw together — but 
they told us about it, and Tim was really excited because he knew 
immediately what it could do, and they seemed to feel 
that Tim was the kind of guy who could really make it 
shine. So before they even had a working version, 
they came and taught us what the instruction sets 
do. Tim picked that up right away. He wrote the 
code on paper the night after they came and had a 
fully working MMX version of the rendering code 
before we even had the chip! Several months later 
they sent us an emulator, which enabled a Pentium to 
run MMX code - speed-wise it wasn't frames per 
second, it was seconds per frame, but it let us test the code 
- and it worked. His code actually worked first time! 
But MMX is serious technology. Intel told us right 
from the word go that every one of their chips is Y om 
going to have MMX, and that's what really piqued our : 
interest. See, that's the problem with, say, 3D 
accelerator cards. Direct3D isn't ready enough for prime time that you can 
just generically support it and everybody's card works well. But with MMX, 
there's no question about supporting it, because in five years, everyone 
who's got an Intel processor in their computer will have these instructions. 
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TS: Well, D3D does the job. You know, some of these different cards have a 
bunch of cool features that D3D just doesn't access. It’s a problem because 
what really counts is what people have, and unfortunately that's not clear. 
But at least D3D is good because it sets a standard. 

JS: Maybe supporting some of them directly might be the thing to do... 
MR: If the card vendors want to give us money to support them! [Laughs, 
leans into microphone.] If they want direct support and they want to pay for 
it, they can call me direct: Mark Rein, that's R-E-I-N! 

Edge: Obviously, Unreal is going to be compared to Quake. What are you 
doing to beat it? 

Cliff Bleszinski: ! think if you think of Quake as a car, it's like a really good 
base model that runs really fast. With Unreal, we're hoping to give you air 
conditioning, power brakes, power steering, and a real sense of style that's 
lacking in some of those other games. 

TS: We've got to come up with a game that's better and different. If people 
look at it and go, ‘Hey, it’s 20% better than Quake,’ then we've failed to do 
anything significant. We've got to do things that distinguish Unreal. We've 
added morphing characters — imagine changing into some giant creature 
with lots of power, like a dragon. That adds a lot to gameplay. 

Also, we're making the level editor available to the public, and it's very 
user-friendly. | think the one goal I have is to bring level editing into the 
mainstream. Id started the trend with Doom and Quake by making them 
hackable to the point where people could create their own editors, but 
they're not very easy to use. With Unreal, we could wind up selling half as 
many copies of the editor as of the game. That becomes especially 
important with Internet play, where people can create their own levels, 
write their own scripts for the puzzles, and create their own new, cool 
stuff. Seeing what other people can do is incredibly fun for a game 
developer. 

Edge: Given that you're bringing level editing into the mainstream, with 
10,000 monkeys hammering at 10,000 keyboards, aren't you worried that 
by the time you're working on a sequel, you'll have already been outdone? 
TS: If the community is outdoing what we're doing, our sequel won't do 
that well, but we'll be selling so many editors and making so much money, 
we won't care! 

JS: And if somebody's that good, we'll probably just hire them anyway! 
Some sections (top) look disturbingly similar to Raven's forthcoming MR: The other thing is, for the sequel, we'll certainly have new 

Hexen 2. These winged creatures (above) aren't short of detail either technologies, the next rev of the engine, a whole bunch of new features 
that can't be added through an editor for Unreal 1. But that's the challenge: 
create something new that people will want to play, and then create new 


4 Edge: How has 3D-card support been, then? stuff based on that technology. 
MR: At the end of last summer, we got a first-generation 3D card - and I Edge: So you see the sequel to Unreal differently to the way id saw Doom 
don't want to name the vendor because it was first-gen and that's not Il or Heretic II — that is, not roughly the same engine with just new levels 
really fair - but Tim coded a patch for it, just played around because he and new enemies? 
was intrigued by it, and in about eight hours he got Unreal to run on it. It CB: ! think with this genre of game, in order for it to advance, you need to 


had bi-linear filtering, so it looked good, and it ran at 
a constant 35fps, which was great until you added 
the lighting. The trouble was that in order to get the "We've got to have a game that's If people 
lighting to work the way we do it, you had to run look at it and go, then we ve 
every frame twice. Since the frame rate was failed to do anything significant 

constant, that means we were getting 17 frames per 
second. Which, you know, we just weren't going to 


let happen. take a few risks. We're going to have fast, hot, 3D action, but we're going to 
Edge: Why draw it twice? have lots of people slow the game down and find ways to kill people in a 
Tim Sweeney: Well, every light can be dynamic, so you can have wild creative way. 

lights turning on and off or pulsing or whatever. And to get shadows, you JS: Look at how we use moving 3D brushes, for example. You can just 
have to draw it once for the textures and twice to get the lighting effects imagine the different ways designers will come up with to manipulate 

over it. If you compare it to Quake, it's a lot more sophisticated. You get a p those. Quake doesn't even have them, and that really gives a different 
slight performance hit, but we made a conscious decision to do it that 4 gee feel to our game. 

way because you get so much more detail. And the process gt . Edge: How does the gore level compare? 

works well in software, but when you run that through "e ' CB: We're going to have a lot of blood. 

hardware, it just renders the whole thing again. By the —-—— MR: Gee, I don't know... [Laughs.] How much does everyone 
time Unreal ships, | think there will be some really OE ? think GT will allow? 


capable cards that might be fast enough, but right ^m - 
now it's not an issue. ^ “o 
JS: Yeah, because we're supporting Direct3D [D3D] 

at least, so if you have a card it will run on it. Really it's 
just a question of how much better that will run over 
software only. 


JS: Some shocking stuff is in the game... 
And when the player dies we're going to 
have these Virtua Fighter-like spinning pans, 
watch them twitching and bleeding to death... 
CB: We'd like to have a lot of blood flying everywhere. E 
MR: Something for the whole family... 
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t is six years since Street Fighter ll 
ak first appeared, and in that time it 

has been subject to a barrage of 
improvements, conversions and updates, 
not to mention some extensive and quite 
blatant regurgitation. It is with open arms, 
therefore, that the games industry finally 
welcomes a true successor, Street Fighter Ill. 

On a recent trip to Japan, Edge found 
itself in the privileged position of being one 
of the first non-Japanese magazines invited 
to play the near-complete game. And so, 
one fresh morning in December after taking 
the legendary bullet train from Tokyo to 
Osaka (a three-hour journey that hits the 
wallet to the tune of £200) and then making 
several shorter hops on the Osaka metro, 
two members of the Edge team, plus 
photographer, arrived at Capcom's hi-tech 
offices rather later than expected. Two 
hours later to be precise. 

As luck would have it, the beat ‘em up 
scientists were fully prepared for the 
fallibility of clueless westerners negotiating 
the Japanese rail networks, and had already 
condensed its scheduled three-hour agenda 
into a single hour - all that was available 
before Edge's booked return dash to Tokyo. 
And, despite having violated the unspoken 
laws of Japanese business etiquette, Edge 
did manage to get to see what it had come 
for. And a lot more besides, as it turned out. 

Unusually for a Japanese videogame 
company, Capcom has its coin-op and 
consumer development departments 
crammed together over two of its office 
block floors. Inside, there's a rough-and- 
ready sense of everyone sharing and feeding 
off each other's ideas, and no one seems to 
mind that a bunch of inquisitive journalists 
are wandering around pointing cameras at 
anything that moves on a screen. Across 
much of the floor space are Street Fighter Ill 
machines getting the final approval from 
game testers and designers, and strewn 
across the rows of cluttered desks are 
m , m" pre-production PCBs running newer games 
SEU eC * such as Star Gladiator 2. 

E. p m. At one point Edge is treated to a 

i glimpse of an early fighting game running on 
Matsushita's M2 hardware - though there's 
not much to see at this stage, the hi-res 
display, running at 60fps, is promising. At an 
adjacent desk an engrossed employee is 

a ek, 2 playing a 3D incarnation of Ghosts ‘n’ 
ONS nit Wittens re WATVHESITGE 3 Goblins on a Nintendo 64 dev kit. This looks 

. b like the fruit of just a few weeks' work, with 

basic scenery and little in the way of 
gameplay, but it will be enough to drive the 
diehard Capcom fan over the edge. 

Before Edge gets too carried away it is 
quickly reminded of the games it has 
specifically come to see - Street Fighter III 
and Resident Evil 2. The former represents 
the continuation of an unprecedented 2D 
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Street Fighter III features ten characters in total: Ken, Ryu, Alex, Yun, Yang, Ibuki, Necro, Elena, Oro and Sean. They 
are a typically diverse bunch - for example, Ibuki is a young high-school student, while Oro is a 140-year-old hermit 
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fighting game lineage while the latter sees 
Capcom steamrolling a path for itself in a 
bold new direction. Poles apart they may 
be, but they are unified by the traits that 
make Capcom games special - strong 
characters, instant playability and 
uncompromising but rewarding gameplay. 
For some, the company's decision to 
keep the all-new Street Fighter in two 
dimensions will come as a disappointment. 
After all, the genesis of the 3D fighting 
game is already in its twilight period - 
especially now that third-generation 
polygon heavyweights Virtua Fighter 3 and 
Tekken 3 are commanding players’ 


3 


Fans of previous SF games will be pleased to see the most familiar 
element of the series - the Dragon Punch - retained in part three 


attention. But despite the success and 
innovations made in the 3D realm there are 
many fighting-game loyalists who maintain 
that the 2D fighter will always have the 
upper hand. And Noritaka Funamizu is 
one of them. 

Funamizu-san is the general producer 
within Capcom's development division, and 
staunchly defends the company's decision 
to keep the SF series true its original form: 
"We wanted to create a game that people 
Will feel is an actual continuation of Street 
Fighter Il, and in some ways we still feel 
that 3D is not really that suitable for head- 
to-head fighting games. To be frank with 
you, we don't really have the expertise here 
to display very high quality graphics in 3D 
but we do have the expertise to display 
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Capcom's development HQ 

sees game testers working on 
SFIII (above) lumped together 
with programmers, designers 
and artists in one melting pot 
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a game - not try to replicate real lite’ 


probably some of the best graphics you'll 
ever see in 2D.' 

Despite this, Capcom must prepare 
itself for when Street Fighter III finally hits 
the streets. Given the success of the VF 
series, Tekken and the numerous 3D clones 
that have appeared in the last few years, 
there's an accepted, albeit unproven, 
wisdom in arcades that 3D /s better than 
2D. In fact, it’s an argument that can be 
paralleled to the recurrent CD-versus-vinyl 
war in the music industry. In this case, 
while most people think that CD is better, 
music purists still champion the use of vinyl 
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Cramped, close-knit 
working conditions at 
Capcom HQ - a situation 
that will be familiar to 
developers worldwide 


Alex (above), a character from the US, is strong with both punching and throwing techniques. Graphically, SFIII 
needs to be examined in detail for its enhancements to be appreciated. A 256-colour palette is most noticeable 


« because it can deliver a richer sound when 
played with the right kit. The analogy rings 
true when considering the extra immediacy 
and depth that a 2D fighter has over a 
polygon equivalent - traits that purists will 
appreciate. What lies at the heart of both 
arguments is a fear of the obsolete, and a 
natural optimism that newer should mean 
better. The bottom line is that many now 
regard 2D as old hat, and it's an obstacle 
that Capcom must be prepared for. 

'We don't think 2D is becoming old 
fashioned,' says Funamizu-san. 'Even 
though our competitors use 3D, and even 
though they use motion capture to provide 
what they think are more human-like 
moves, we don't really know if striving for 
realism is what players want. By using 2D 
it's possible to display what people think of 
as movement as in a game - not try and 
replicate what you'd see in normal, 
everyday life. Besides, in 2D, we can do 


movements within the game that are cool 
and are not really possible in 3D.’ 

As previously reported, Street Fighter Ill 
is the second game to run on the 
company's latest 2D board, the CPSIII 
(WarZard was the first title to use it). This 
32bit board uses both CD-ROM and ROM 
cartridges to store data, but its biggest 
advantage over CPSII is its ability to display 
256 colours per sprite cell, compared to just 
16 colours in the previous hardware, giving 
a noticeably higher level of detail in the 
characters and parallax backdrops. CPSIII 
also includes a chip to handle the 
compression of data (thus saving on ROM 
costs) - an important point in SF///, whose 
animation data stacks up to be roughly four 
times the size of that of the Street Fighter 
Zero games. 

To the discerning eye, Street Fighter III 
(subtitled The New Generation) is likely to 
leave even the most devout Street Fighter 
fan a little disappointed. The most 
immediate graphical improvement is an 
increase in character detail, although only a 
minor progression from the Street Fighter 
Zero series. Backgrounds are improved, but 
still rely on steadfastly 2D layers of parallax 
rather than 3D effects, and even the 
animation, though advanced from Street 
Fighter Zero, falls a little short of naturally 
high expectations. 

Only two of SFI/'s original characters, 
Ken and Ryu, appear in SFIII, the other eight 
having been created specially for the game. 
Unlike the most advanced fighting systems 
of the SF legend, Street Fighter Zero, SFIII N 
includes a fighting selection system entitled 
‘Super Arts’ as well as advanced blocking 
techniques. Super Arts effectively allows 
the selection of a choice of three special 
attacks that replace the Super Combo from 
previous games. Super Arts are selected 


Capcom's 3D spin-off, 
Street Fighter EX, will 
hit UK arcades soon 


after choosing a character and before 
engaging in combat, and have more 
devastating effects on the enemy. Blocking 
also differs from previous SF games in that 
any type of strike can be blocked, although 
it's a risky business that requires split- 
second timing. 

In gameplay terms there has never been 
any doubt that Capcom is a masterful 
designer. Its techniques and styles haven't 
so much been adapted by its numerous 
rivals as blatantly copied, and while the vast 
number of beat 'em ups that have 
swamped the market in recent years has no 


Every monster in Biohazard 2 appears to be beefed up, and it's now a 
common instance to find yourself attacked by more than one enemy 


doubt diluted what was once a potent 
formula, few have ever attained the degree 
of control and depth of play as Capcom's 
titles. Funamizu-san reflects upon this: 
'Basically, even though everyone else 
copied the Street Fighter series they didn't 
copy the gameplay perfectly. They copied 
actual movements, that's all. They haven't 
copied the actual concept well at all and 
that's something we think about every day 
here. I think this is what players will be 
most reminded of when they play Street 
Fighter III” However, when quizzed over the 
potential for Street Fighter III to be as big as 
its precursor, he is understandably modest: 
'NO, it'S not going to be as big as Street 
Fighter Il. The games market had real power 
at that time, it's flat now by comparison.' 


Having so many resources 


invested in the development of fighting 
games is a situation Capcom has found 
itself in mostly out of economic necessity - 
in the fickle arcade market it's simply too 
risky to develop games in genres that are 
less than sure-fire bets. Which is a shame 
given just how distinctive some of 
Capcom's earlier efforts were. To 
Funamizu-san this can be summed up by 
one thing: money. 'To create new games 
we need a lot of development resources 
and fighting games are probably the easiest 
way to make a lot of money. Action games 
[such as Strider and Ghouls 'n' Ghosts] take 
a long time to make and when their 


prescreen 


Biohazard 2 retains the 
dark tones evident in the 
original, and further 
demonstrates Capcom's 
growing expertise in the 
field of 3D rendering 


Biohazard 2 offers two 
characters for selection 
- Leon Scott Kennedy 
and Elsa Walker, a pair 
of young, wet-behind- 
the-ears S.T.A.R. recruits 


popularity started to wane a few years back >» 
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prescreen 


« we ended up losing money. In the next 


mu ES 


Though it's possible to change into other items of clothing throughout the 
game, a bullet-proof jacket isn't going to prove much help at times like this 


two or three years we will probably go 
back to developing more of these kind of 
games, though.' 

One kind of game Capcom has no plans 
to abandon, though, is the arcade 
adventure, and the phenomenal success of 
Resident Evil 2 (or Biohazard, as it is known 
in Japan) will be a comforting reminder to 
the company that risks do pay off. Shinji 
Mikami is the man behind the highly 


. anticipated sequel and he proudly 


introduces the game to Edge just as one of 
the its designers is dealing with a rather 
angry crocodile in a murky sewer. This is 
just one of a multitude of stunning set 
pieces that Capcom has engineered into a 
game that has a playing area 5096 larger 
than the original and replete with some 
amazing enhancements. ‘The game system 
is basically going to remain the same,’ 
explains Mikami-san, ‘but there are now 
more zombies on-screen at once and some 
have very nasty moves. We're also trying 
hard to accentuate effects that will scare 
players, such as when the dog jumped 
through the window in the first game.’ 

The PlayStation is not the only platform 
suited to such gruesome gaming, though. A 
Saturn conversion of the original is well into 
development (and unsurprisingly looks 
identical to its forefather) but it is perhaps 


Weapons have increased in number since the first game - a 
necessity because different enemies have different weaknesses 


the imminent PC version that will attract the 
most attention. Running on VideoLogic's 
PowerVR chipset (and supposedly being an 
‘extreme’ conversion using all the features 
of the 3D accelerator), PC Resident Evil 
features hi-res characters sporting an 
incredible level of detail and, despite some 
rough backdrops, has some minor 
improvements such as new weapons, a 
modified scenario and a full-colour intro. 
While rather shorter that it would have 
liked, Edge's brief rendezvous with 
Capcom was an eye-opener in many 
respects, revealing an open and diverse 
approach to videogame development, 
surprisingly unfettered by the traditional 
cloaked levels of Japanese secrecy. As the 
60 minutes draws to a close there is just 
time to nab a quick go on the San Francisco 
Rush coin-op that occupies the main 
reception area, while Edge's photographer 
coaxes a perturbed SF/// producer into 
'punching' the camera for visual effect: 


Zombies reach out from 


'Come on, son, give it loads... No, not like within the confines of 
that, like this... And try and look hard...', at hola — s cells 
which point a taxi pulls up, farewells are baculo view of the 
exchanged, and a group of dishevelled action (above centre) 


journalists dive in, leaving one distressed 


game developer breathing a well- dE 
deserved sigh of relief... 
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here's nothing like a bit of internal rivalry to help fuel the creative 

fires. Sega's elite AM2 division, responsible for both Daytona USA 

and the Virtua Fighter series, is currently leading stablemates AM 
Annex in the dash to create the next generation of racing games based on the 
powerful Model 3 arcade board. As hinted in E37, Tetsuya Mizuguchi's AM 
Annex division, creators of the recent Sega Touring Car Championship, is 
currently working on a Model 3-powered follow-up to coin-op classic, Sega 
Rally. But it will be AM2's incredible looking Scud Race that will be first out of 
the blocks, expected to appear in Japanese arcades by the time you read this. 

Toshihiro Nagoshi and his team started work on the project 12 months 

ago and Scud Race was due to be the first Model 3 game to showcase the new 
board, ahead of even Virtua Fighter 3. Market forces (ie, the phenomenal 
success of VF2) conspired against them, and only now has the project seen 
the light of day. When the team was initially announced, it was assumed that 
what has turned out to be Scud Race was originally intended to be Daytona 2. 
Nagoshi-san is keen to clear the air: 'Scud Race is not Daytona 2. The 
development team is the same, and so many believed that we would 
automatically be doing the sequel to Daytona. We wanted to change the team 
in order to ensure a different kind of game, but we never did. In the end, we 
needn't have worried, because we've succeeded in producing something with 
a completely different look.’ 


That new look owes much to the advanced capabilities of the Model 3 
technology, which boasts two Lockheed Martin R3D/Pro-1000 custom graphics 
chips, each capable of rendering over 750,000 polygons per second. 
Consequently, Model 3 is at least three times as powerful as Model 2 and adds 
Gouraud shading, giving the graphics a smoother, less angular appearance. ‘| 
can't tell you how many polygons we've used for each of the cars,' says 
Nagoshi-san, 'but suffice it to say that if we made, say, the Ferrari from Scud 
Race on the Model 1 board (used for Virtua Racing), we would use about half 
the entire capacity of the board. If we displayed two Scud Race cars, we'd 
have no more polygons left.' 

A bit of maths reveals a startling transformation: the Scud Race car models 
consist of roughly 3,000 polygons each (Sega's Model 1 board was capable of 
180,000 polygons per second), which is well over three times the number used 
for the cars in the original Daytona USA. Reflections roll across windscreens 
and sunlight glints off paint work. The wheels on the cars are almost perfectly 
round, and the glass in the windows is fully transparent, revealing the drivers 
within. The hardware advantages of the board are plain to see, but new 
software developments incorporating tricks gleaned from the creation of VF3 
have also played a significant role in the final, astonishingly fast, appearance 
of Scud Race. With as many as 40 cars on the track, the team has had to 
improve the 3D engine that powers the game. Nagoshi-san believes 
experience is the key: ‘There are about three times more cars on the track 


E LU n wi DEAL RS 


Sepa in a coin-op, | 


Va "CN 


Bu C 


t 


than Daytona. The hardware is, of course, important, but equally important is 
the software - what is behind the polygons. For example, in order to avoid 
drawing excess geometry, we have streamlined our software. Sega's 
programmers acquired a lot of know-how with the previous CG boards. I 
believe that software is as important as hardware for the speed of the game.' 

Scud Race is different to Daytona in almost every respect. Nagoshi-san is 
keen to stress that, from the outset, his vision for the first Model 3 racing 
game was a global one, inspired by the supercars of the world, such as the 
Ferrari F40, the Maclaren F1 and the Dodge Viper. ‘Daytona was based on an 
American sport, with American cars. | wanted to make a game that would be 
accepted worldwide,' explains Nagoshi-san. '| needed some cars, therefore, 
that everyone would know: Porsche, Ferrarri, etc, but it was hard work. | went 
to Italy to the Ferrari factory in Modena to see the real cars and to deal 
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directly with the manufacturers, but that didn't work out as well as | had 
expected. Getting the approval of such huge manufacturers was difficult.' 

One would guess that Sega's considerable financial resources clinched the 
deal. Whatever went on behind the scenes, the end more than justifies the 
means. Daytona's cars all handled the same way, and with Scud Race, Sega is 
putting the emphasis on the driving experience, not just the race. Again, 
moving away from the confines of Daytona was an important issue. '| didn't 
want Scud Race to be a circuit game, as | feel that they are visually boring. 

| wanted to make a game that was visually attractive and | felt that we 
needed to make some courses that would have character and be easily 
identified by the public - to avoid over-complicating things. For example, we 
decided to make a course influenced by the 'Indiana Jones' movies - 
something that can be identified immediately by the player, with relatively 
simple imagery. Simple ideas associated with the high-end Model 3 board are 
the basics of Scud Race.' 
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Simple is not a word you'd immediately associate with such an advanced 
piece of programming, but Nagoshi-san is keen to ensure that the technical 
marvels afforded by the Model 3 board do not overcome his basic principle: to 
create an accessible game. 'The feeling of actually driving is very strong,' he 
insists. ‘| didn't want to make a difficult racing game. It may sound strange, but 
I'm very bad at playing games. | used to spend a lot of money in arcades, just 
to see the end-game sequences and | know how bad players can feel if the 
game is too hard, too early. So when | came to design Scud Race, I kept this in 


mind and tried to make a game that could be enjoyed by beginners.’ 
Experienced gamers shouldn't lose out, however, if AM2's previous efforts are 
anything to go by. Virtua Fighter was instantly accessible, requiring only a few 
moves to progress through the initial stages, but weeks of constant playing to 
master. Scud Race, for all its initial simplicity, will no doubt turn out to be as 
rich a driving experience as the original Daytona USA, which many regarded as 
superior to Ridge Racer thanks to its extended learning curve. Scud Race 
features four different courses, two beginner (day and night), one intermediate 
and an expert course. Realistic handling will be crucial to the game's success, 
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| and for that, Nagoshi-san had a few tips from Yu Suzuki. ‘When | joined Sega, 
Yu Suzuki had made some outstanding racing games,' says Nagoshi-san. 'He 
made the Virtua Fighter series a success, but he still prefers making racing 
games. We are different, our interests and views are different, but | had some 
advice from Yu Suzuki on the drift handling. For Daytona, the handling was a 
bit heavy. With Scud Race, when you turn, the handling becomes steadily 
heavier, but smoothly. When entering a drift, the tail will slide slowly and you'll 
feel the power of the engine. He also recommended that | do some sampling 
on the Fuji freeway, which | did. He's very supportive.’ 

Supportive, but not actually on the Scud Race team, which will come as a 
surprise to many. It’s too early to speculate, but Suzuki may well be in the 
advanced stages of creating Daytona 2, again for the Model 3 board. Nagoshi- 
san is tight-lipped about that, eager instead to focus attention instead on the 
innovative cabinet design, courtesy of Sega's AMA division. The hydraulics give 
the seat a life of its own, recreating the feel of power-sliding around corners, 
vibrating when the car hits the curb (or a competitor), and featuring a bass- 
speaker system to simulate the feeling of sitting right on top of a 300bhp 
engine. At the moment, there are only plans for twoplayer and fourplayer 
link-ups, such is the cost of combining such an advanced cabinet with the 
expensive Model 3 board. The code is there, however, and it would be 
possible to link eight cabinets, but the cost of such a system would make it a 
rare sight indeed in all but the major theme parks. 


By now, Toshihiro Nagoshi and his team could well have started work on 
its next project, perhaps helping Yu Suzuki with Daytona 2 or designing 
characters for the next incarnation of Virtua Fighter, as Nagoshi-san did with 
the original — such is the spirit of co-operation at AM2. Nagoshi-san may well 
oversee the Saturn conversion of Scud Race (which is likely to use the Saturn 
upgrade cartridge planned for VF3). There are limits, though. When asked who 
his team regards as their biggest competitor, he replies, smiling, 'AM Annex.' 

It is perhaps a testament to Sega's coin-op supremacy that the only 
competition the teams worry about is that from each other - a friendly rivalry 
that has kept AM2 at the pinnacle of coin-op design since it made its first leap 
ahead of the competition with the seminal Out Run in 1986. 

With Scud Race the team has raised the bar once again, stealing a march 
not only on its stablemates, but arch rivals Namco, which may find itself in 
the unenviable position of runner-up in the race for the next generation E 
of driving games. 
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After a nu rollercoaster ride of missed launched dates and scotched rumours, the Nintendo 64 finally nicism has all but dissipated. The 
Ee in Japan on the June 23, 1996. 250,000 found their way into gamers’ homes on the first day of release ' , 
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Controversies c 


| | ideogatnihg' s perennial 
| | scandal i that it features 
| too much sex and violence 


- took a different spin this year. 
instead of the Mary Whitehouse 
brigade triggering 2 tabloid- 
tormenting moral panic, it was the 
industry itself that took the moral 
high ground. Several magazine 
publishers, most notably Edge’s 
own Future Publishi efused to 
print game ads that it deemed 
offensive. Gametek's Battlecruiser 
hans th most 
n waht featuri g a scantily-clad 
Joanne Guest using a box to cover 
her dignity. ( (If indeed that's the 
correct term to use in this context.) 
Hasbro's 'Fascism rules' tag line 
in its ad for Risk was another 
offender, as was Virgin's Command 
& Conquer: Red Alert ‘Germans’ ad, 
which followed in the footsteps of a 
couple of the Daily Mirror's cover 
pages during Euro '96. The prize for 
poorest taste ad must go to Studio 
DO, though, whose astonishingly 
tacky campaign featured 
photography of a bull”s knackers. 
Studio 3DO's parent company, The 
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, and two colour portables, one 16bit and one 32bit. 
nd NEC and VideoLogic showed the way forward for PC 


was out 
when they unveiled their PowerVR 5D accelerator which r T was though 
S TR ENS demo of Rave Racer at 30 fps. he spokes 


came to light in March that the arcade king took delivery of chips =a 
M2 prototypes and 
that impressed. And 
ealed that it wanted to be the sole M2 brand. Their secret 
talks collapsed. 


ough bot Men and Matsushita denied it, it — ere would be a “slight delay' as i 
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precisely the opposite effect t 
what was intended as it served only 
to highlight the soon-to-be exti 
nature of Trip's ugly duckling. 
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threatened some key alliances 
between software creators an 
hardware manufacturers in 96 
confusion between Psygnosis and 

sony - first the Həris | 
deve S ale, citi 

əsə diff die yaşı na wasn't - 
was dvvarfe by $ quare s defection 
from Nintendo to "m Will 
surely miss the millions nilions of / Fi a 
Fantasy fans in Japan apan and ti the loss 
of Square again raises questions 
over Nintendo's relationships with 
thirdparty outfits. 
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Best games of '96: 
WaveRace 64 seems to be 
welded to my cartridge sl 
Tekken 2 cost me a joyp 
was cool too. 


cc (in sieges 


Devi conference and everyone 


was still awake when the gis est —. | e of 


Other lesser ripples in the | came back on. Plus, when | flew a the yea 
videogeming world included a spate helicopter between the skyscrapers even’, 2 oc | gged Little | 
of supergroup-like tiffs and splits in downtown LA and didn't get il’ and ‘Hits of th he 80: : 
rom some of the leading cre ives İİ sho down. | . Game that most spectacularly 
in the business. Sid Meier left — The low point: | | failed to live | its hype: 
MicroProse, the company he co- Due to a clerical error or 
founded in 1982, Peter Molyneux something, it seems that Santa lost 


ristmas list. The DMA and Epic editt 
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Best movies and albums of 
the year: 
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— Winners of the 
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said he'd be leaving Bullfrog, 
designer John Romero quit Id and 
Wing Commander creator Chris 
Roberts walked out of Origin. 
Whether it aas case of too much 
pressure from the corporates o 
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Nintendo shipping zd Favourite Spice Girl: 
Also that www.shiny. =n Victoria. 
finished and that Edge h | 
done er M 
Winners of the years 
Trip Hawkins for the | lez: The 
beers are on him. 


PR manager, Brian Baglow, felt 
compelled to answer the 
questions too... 


Losers: | | 
The dying away of Mortal at . Highlight of the year: | 
f 
| i 
Acclaim's stock price. They've lost | , models at ECTS. | mas 
over $200m dollars. | think we — The low point: | 
Croft model at ECTS. : 
— Game that most speciaciry | 
. failed to live up to its hype: 
long on MDK. | drooled into my y keyboard). 
Plans for '97: Biggest surprise of '96: 
January — give away a free easer | 
to MDK on the Net. March/April - 
MOK released Summer - Wi 
TV shovv and toyline. The rest is 
secret... — 


Favourite Spice Girl: 
Princess Diana 


res sos pc. Th . ae — Chatting up one of the Lara Croft 

should all help to look for it. Being arrested for stalking Lara 
Broken Sword (| fell asleep and 
Guest starring on the 'The X-Files' 


hen | happened to be in 
ancouver on a strictly routine 
usiness trip. 

Winners of the year; = = 


| DMA Design's strategic alliance 
|" with the CIA. 


“İİ 
m inflated claims about their sales 
Am territory. It still seemed that the PlayStation 
g the Sega's machine, but not by as much as 
t. For precise deities it was a case of pin the tail on 


NCL's Kyoto HQ spoke of plans for a pocket-sized Game Sega a o^ “alu 


in just aba 
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gh 
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Nor S of Nintendo delays this month. | 


MƏ 
aited for more 
e and for Miyamoto-san to fine-tune his games. 
troubles only compounded the vvorries of gamers 
he N64 vvoul o late... 


les took a back seat in April as PC 
ents made all the news. Intel's MMX ( was hailed as 


as impressed with the technology. But not The une 
who E 


atsushita wasn't impressed when Sega deliver too little, too 
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hings st rted to go wrong 
some time before last 
year, e was 1996 that 
finally saw the Atari Corporation 
rumbie into dust. Rest assured the 
videogaming giant did not go gently 
into that good night. The Jaguar 
console went through several price 
reductions before ending up at the 
sorrowful price point of $49 in the 
US. To everyone else in the world, it 
reeked of desperate warehouse. | = | pos dt. 
clearing. Accordin : Atari it was a The best ames, o 
an attempt to sec i — t | merry. , | gam es | layed mo 
for the beleaguered m D in , were Civ 2, Red 
Even the failure of the Jaguar | = d. p 5 
didn't shut Atari down. In early “96 | ==) J ...— : ighlight of th 


ee ie əə 


“kuzə least the 


t last year, 
ler and Bust-A- 


Barca. de ; 
' e low M" - : 


WS ion that it still takes 
ears to produce goo software. | 
am of course referring to Dungeon 
eper, SU appily it's now 
wide! v lenored ty əda . deye fem completion 
themselves an endangered species: Best movies and albums of 
many had already jumped ship or ; | the year: 
been sacked. Hoff tendered his own ‘Braveheart’; ‘Children’ by 
resignation a few weeks later. Robert Miles 


| | E i ' of “96: 
With Hoff gone and the Jaguar | . " 2 X4 Wigpent speperne (is: 
YAR Ate Mosca | vie a Vc T The continuing oh of the 
Bee! IDE SPORE TOURS. a ot te 7 202111 ny. Bot ko oa. m HR e 
somewhere to lie down and die, i Al hat loct iz — ike Acclaim car ink-from-the— ——341- 


JA 
Mat Z8 a Av r 7 mmy a sə: where it is now re 
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us $50m buying ini iz: 


ives 


industry. We have $50m and we're 
going to continue making strategic 
investments in developing and 

publishing for all formats.’ 


behind the scenes and rumour \ 

that Atari was even told to vacate its 

offices. Finally, the whole farcical 
at 


hype, the N64 tas 
up to its pre-publicity. 

good, plays well and has some 
iperb game 
Losers: 
Acclaim and Sega who failed, 
disappointingly, to live up to the 
challenge of Nintendo and Sony. 
Predictions for the biggest 
event of “97: 
and, for PC zy wonderful 


en their 
iserable 
;e is, Atari 


videogame idis and 
some of the most playable games 


further enhancement of Direct3D. 
This is a huge bonus for the PC - 
hopefully Microsoft will continue to 
support it. 

Plans for '97: 
After completing Dungeon Keeper 
will be reviewing my situation at 
A/Bullfrog. What | really crave is 


Nintendo. Its doomed Virtual Boy o work with a small team and 


project was finally given up for dea ecreate a friendly family 


| À environment dedicated to making 
and creator, Gumpei Yokoi, ! o — 
original games. 
comp liyi R 


ot an 
disaster-free year for 


esque | 


like the storm that the Super Famicom did five years previously 
or eve Nin of the debuts o the Saturn and PlayStation. The 
reaso ? Nir t ndo placed t e NGS in a wider network of stores 
than t d bara E d i (the usual launchpad for 
new cons 5) ), and had al ady allovved for a huge number of 

pre- releas idi okings. T The oz Nintendo sold 250,000 o 
Show, held in early June with Yu Suzuki appearing to discuss the 300, 164s shippe on day one, with everyone buying 
AM2's work on fis Fighter 3. Sega also introduced its Saturn Mario 64 and 60% going for PilotWings 64 as well. 
Netlink modem and X-Band online service which offered six s , pe. 

Vide ing's traditional [ Versi 


network games. 
And so to the fourth Sunday in the month, when everybody was parti lly offset in July by the continuing success of the 
N64 in Jap n. However, less than a month after it was 


et apan, at lea: Aa iscover what al ETE 
la of the 4 didn' hing launched, a Hong Kong-based firm began hawking an N64 
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in-house Deve 


id Software 


Developer 


Nine out of ten ating (E38) NIne out of ten Edge rating (E38) NIne out of ten 


Complex, addictive and different 
ime it is played, Civ 2 


1996 was not the best year for 
Bullfrog, but it still managed to do 
what most developers merely dream 
of: to produce a vast, violent and 

believable world and then give the 
player the firepower to destroy it all. 


mode, Quake remains a singular 
gaming experience. Id has turned 
he bloodbath shoot ‘em up into an 
art form and not one other first- 
person blaster could get close. 


Ta me. RU Pen P cn PIRE Ai De i LEE 


[lure 


—— ov o o 


NIGHTS 


Publisher 


Resid 


Publisher 


Gapcom Namco 


Deyelober Sonic Team 
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out t Capcom surprised everyone with Twenty-five brilliantly designed Some believe this dazzling and 
this deeply unsettling, but highly — . characters, dozens of breath-taking inventive showcase for the Saturn's 
enjoyabie horror adventure. Few = | movesand some ofthe best 3D. oft-derided 3D abilities wa 

players w ill forget the countless visuals to date on the PS. Tekken 2 finest game of '96. It'S certa 
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Developer Westwood Studios Developer Core Design Developer in-nouse 
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Edgerating(g40)--— Nineoutoften Edge rating (EAC line out of ten 


aga Boasting dozens of improvements It seemed to come out of nowhere. Overlooked in e wake of Mari 
nate game designer. over the original C&C - already one Core, reliable but workmanlike, PilotWings has plenty to offer on it 
| ulure te sir bu sting at the of the best games on the PC - Red mixed genres, ideas and great 3D own | terms. Never before has the 
Regen delis | redible features, and Alert is a masterpiece of varied and graphics together and came up with sensation of fli ht been so well 
d not have hoped for a stimulatin gameplay. Other action this heady cocktail of a game. A simulated. The 


reat missions an 
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e. Not that there were many N64 games to copy, 


Would the US launch price fall from $249 to $199? 
endo critic — and any Sony or Sega employee — 


Things came to a head in mid-August when a Japanese 


IT? dl: quick to point out... financial daily reported that there was an acute drop-off in 
Qual su fered at the hands of pirates as the beta demand for the N64. A panic ensued on the Tokyo and Os | "aba 
version of ull game appeared on the Internet just hours stock exchanges and Nintendo shares were temporarily | Ruin oo 
| after a : vare version of the ga 


suspended. A frustrated NOA called a press conference to deny wat 2 
any problems. | 
While the mutterings concerning Nintendo continued, Sony 
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lingered on, so too did doubts about the 
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b th even Hiroshi Yamauc | admi ing that and Sega took stock and made some serious corporate ok 

" 
İd be lucky if three of out the next 20 N64 titles reshuffles. It was announced that Tom Kalinske would leav =* 
ality of ario, others were quick to criticise. - 


; Sega of America after six years, along with two other senior 
” > 1 ^ 
| ne's Japanese success overrated? Did Nintendo execs. The same week, Sony also ousted two senior members | 
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t is important to point out Crash Bandicoo 
| that the following titles - 
; were by no means the ROI 
excellent games of '96. There was a worst games of '96 - they are merely Develope 


Tony Crowtnhel (Gren 


Of course, these weren't the only 


he also rans... 
whole host of other titles whic the ones which people had high 


zathered on the threshold of the top expectations of. Expectations which 
, but didn't quite qualify to enter. were not met, to varying degrees. It was marketed as the 1 ‘Station's 
The adrenaline rush that was Shadows of the Empire had answer to Super Mario 64 and 


o. | gamers were promised a 
Wipeout 2097, for example, proved everything in its favour: the immense experience. In reality Crash 


latfor 
t at not all geçənt MENO style power of the N64, the whole “Star P 23 D-stye platformer epricad 
creative ə of LucasArts. It still 


!GP2 took gamers as close to 
be mediocre. Similarly LX 
re C ama ce inet 
Revolutio "b 


İriving in a real Formula One race as 
do and Ridge Ra 
avour, yet failed to deliver the 
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layed to death. | 
me, but | only got a 


ey're ever likely to get. 
AS for other sport sims, Total had everything in their 
3A provided an 9seonishing 


n (s | ee = al m " ih imd the Haunting. 
isual capabilities a | e eveloper big ie! si e EUN u was the biggest game I've ever 
ame to boot. It will be i here have th creati ea lities to i ritten — not in gameplay terms, 


see how its sequel fares ne 
against Konami's // 
latter company's e 
ecker, Track and 
the Edge office to a standstill over 
the summer - an event which was 
only matched by the arrival of a 
certain Italian plumb 


ber... - age rating (E^ 1, Edge ra 
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though that was | e, but in data. 


rectify their errors. No doubt they 
, | I've never seen so 


will do that i 
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Capcon "s excelle beat 'em up 
treet Fighter Zero 2, The Darkening, - 
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Winners of the year: 
Gremlin, for helping me to develop 
Realms of the Haunting. 
Losers: 

Watcom, for their supposedly bug- 
free development kit. I've spent so 
much time finding ways to get my 
product bug-free. 

Predictions for the biggest 
event of '97: 

This is the first time in my life I'll 
be developing for a console 
machine, the PlayStation. 


E i had to one, fd; go ope the 


one with long, dark hair. Just don't 


inrenao 


Although Cruis'n USA was a worse 
game than Shadows of the Empire, it 

wasn't as disappointing because no 

one was really expecting much. As 

Dave Perry has said, the onl 

surprise is that Nintendo shipped it. 


IK Olympics tear i 
mouthy sod from Oasis. 
Biggest event of '97: 
Sensible Soccer 2000 on the PC. 
Plans for ‘97: 

To finish our games so we can 


tell my wife. 


— 


only N64 presence was Acclaim/s Turok: Dinosaur Hunter. 


Japan's s annual arcade showcase, JAMMA, saw Sega and 
Namco locked together in a bitter fight, əə panies 

departures vvas coincidental. And nothing to do vvith the fact bringing similar titles to the market. Sega ha another 

that the N64 vvas coming to the US in less than a month. versi Fighter 3, is time in an : st complete 
a .. Car Championship. Namco failed ta 

nd the rest of its roster proved 

icked up with the innovative racing 

Azur), while 7 soldiered on vvith no 


or go home” at E3. A man of his vvord, then. 
Both companies maintained that the timing of the 


public face of EA had told Sega and Nintendo to 'go big 


ver: Red Ale , Tomb Raider an | Sspoket 
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EM etween '85 and '95, 


r 


Yim prospective console 


NEN Owners had it easy: NES or 
Master System, SNES or Mega Drive 
- the choices: were always between 
two systems. Yes, machines like the 
FM Towns Marty and the Jaguar 
Skulked around on the sidelines, but 
the former really only appealed to a 
ghetto of hardcore gamers and the 
latter... Well, the latter really.only 
appealed to people who wanted to 
play Tempest 2000. 

The last part of ‘95 and most of 
“06 Saw à much more frantic and 


ee 
IL 


disparate struggle emerge. The.3DO 
hung in there for a while, attracting 
the more mature user with its 
multimedia pretenstons, the Neo 
Geo CD tentatively poked its head 
out of Japan and presented an 
attractive proposition for arcade 
dwellers, and of course the 
PlayStation, Saturn and N64 all 
arrived, each with-its own barrage 
of incredible features. The bad news 
for consumers is that, in 1997, 
things aren't going to get any easier 
First, the good news for 
Luddites: both the PlayStation.and 
the Saturn will remain important 
machines for some time yet; 
attracting major software support if 
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only for their still-strong user bases. 
However, attention will inevitably 
turn toward each consoles' sequel 
during the latter half of the year as 
specs and screenshots slowly leak 
out through the gaming press. 
Rumours about the machines have 
already surfaced (see E41), but 
there will be much inaccurate 
speculation and wishful thinking 
throughout the year. 

As for the N64, the machine's 
thoroughly predictable success in 
the States and Japan (despite a 


scare over poor sales in the summer 


- See. E38). will.give.it.a.position-of 
paramount importance in '97. 
However, Nintendo will have to 
prove-in-97-what Sega failed to 
prove.in.. 96. that thirdparty output 
for its machine can match in-house 
titles. Cruis'n USA, Shadows of the 
Empire and Killer Instinct Gold were 
all.disappointing,.and.several future 
releases look similarly lacklustre. 
Although 47-games were-promised 
at last year s Snosninkal event=tew 
of them were shown in playable 
form, further tuering worrtes about 
quality. Unless titles of a similar 
quality to, say, Tomb Raider and 
Resident Evil start to appear, 
Nintendo could well regret its highly 


1996 ended with three contenders in the console market: the N64, the 
PlayStation and the Saturn. There was also one would-be contender in 
the shape of Matsushita's M2 (above right). Can '97 support all four? 


restrictive Dream Team policy. The 
cheap-and relatively-safe-CD format 
might mean that a fot of dross ends 
up being released on the PlayStation 
and-Saturn; but4t-also means 
previously uninspiring companies 
get plenty ofr second chances. 

There may be a couple of other 
slight problems facing Nintendo. For 
a start, the company will have to 
show that it has a few new ideas up 


its sleeve. With. most.of the .Nó64's 
best games to date have been 
remakes of earlier titles (see 
WaveRace 64, Mario Kart 64, Pilot 
Wings 64), punters might be looking 
for something completely new in 
'97. Furthermore, the European 
launch could be a little tricky - 32bit 
consoles have a massive following 
here and carts are likely to retail at 
the extremely unpalatable £60-70 
mark. However, as has been proved 
time and time again in the past, the 
minuscule European market is of 
little consequence to Japanese 
hardware companies. 

The dark horse on the console 
horizon is, of course, M2. 
Matsushita stil! hasn't announced 
an official launch date yet, but the 
near-mythical machine has been 
slated for release later this year. 
Early info revealed exclusively to 
Edge in October hinted towards the 
console being an extraordinarily 
powerful contender. With 
Matsushita claiming polygon 
manipulation abilities and a 
processing speed on par with Sega's 
Model 3 arcade board, this could 
well be the format to watch in '97. 


chips. Claiming a performance of around one million polygons 
per second and more titles at launch than N64, Matsushita had 
clearly acquired some of Trip Hawkins' hyping skills as part of 
the 3DO/M2 deal, although the company were understandably 
keen to distance itself from the failed 32bit format. 

Finally, the first US N64s went on sale on September 29. 


By the start ;; october, ali 350,000 Né4s initially 
allocated for the US market had sold out, helped by a $50 
million ‘Change the system’ ad campaign. With these figures 
Nintendo claimed it could sell 1.5 million before the year's 
end. Less than two weeks later, NOA announced that it had 
found 450,000 more units for the US market. Chairman 


Howard Lincoln must have one big sofa in his office. 

The voracious Japanese appetite for anything connected with 
videogames accounts for the large number of game-related 
shows and events that graced Tokyo in 1996. There was a 
45-minute queue for train tickets to the Tokyo Game Show 
and over a thousand punters turned up in full costume as their 
favourite game characters. 

Showcasing a staggering 350 titles — the bulk on the 
PlayStation and Saturn — the major games to impress were 
Sega's Virtual On and an unnamed Ridge Racer follow-up from 
Namco. Otherwise the event was merely a chance for the 
fanatical otaku to see all that they'd read about in the flesh. 

Finally, Japanese N64 owners got another decent game to 


AS with every company, though, 


| 


Nintendo - a factor which may not 
have hampered Sony, but which was 
efinitely a nail in the 3DO's coffin. 

d, on the subject of 3DO, M2 may 
Iso suffer from being linked with a 


E E iled in last yea 
abit uade shita is dons its 
best ies with the past, 
b — second-rate 
hardware in a hur 


"oven hen software that will 
- A. decide the success of the machine 
and the stunning 
f D2 (E39) together with a pr 
en launch games from Panasonic 
ondertainment, will probabl 
nough to make g ers S forget Y 
atsushita's lack of experience in 
this industry and M2's ties with 3DO. 
wever, wit! rently limited 
hirdparty development support (the 
nly big names signed so far are 
Konami, Warp and Capcom), the M2 
b is still very much the underdog. 
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between s ”- and N64. The 
teresting thing is, none of the fou 
poc look particularly weak at İ 
present, and all boast attractive 
software line-ups. Nevertheless, it 
is debatable whether the market 
ill be able to support all four 
achines simultaneously. 


ny drifting out of 
turn and 


small-scale thirdparty interest, is 

perhaps on the shakiest ground. 

Matsushita's mark ting clout 
ombined with the unit's raw power 
ill be its saving graces, if any. 
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seen 1997 will See 
2 the minimum requirement 

to run most PC games 
jump dramatically. Last year, you 
could get away with playing the 
majority of n leases on a P60 
with 16 megs of m 


more, it's no u feasible that g 
developers 997 aimin 


with sadistic 
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have one or 


The PC is goin; 
it can get if 
produce fast 


titles. Quake made it abundant^ 
clear that speed and hi-re: 
graphics are not comfortable bec 
fellows as far as the unaccelera 
PC is concerned. 
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S, SO playing op like Quake 
er the Internet is the only 
ultiplayer option. 


r, Net gami 
oma this country 
e than a year 
ine and start 
ills and 
nections are 
ill making the whole concept 
ttractive to a Ve st majority of PC 
- See Netviev this month for 


look at Internet ing prospects 


3 


-— 
1997, ə sgoingto 
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ix months. 
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features in coming issues. 


. More than decent, in fact, as Wa hs 64 proved onc 
again that when it comes to delivering 1 eer fun, no company 
atch Nintendo, or 
3D platformer, Crash 


match Nintendo. Sony was trying 
io at least, with the release of its o 


ge. importantly, ti 
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saw Nintendo disappoint at the 
eighth annual Shoshinkai show — mainly because there was no 
playable version of the long-awaited Ze/da 64. But there was 


plenty to cheer Nintendo supporters as the compam 


4 — confir 
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47 titles for the Japanese market 


showed tr e 


QU 


5 eyl? —— — A anı 
there is PEW es choo} projects. 


;Onting ent of < rsoTttware | | same parents wii in 


£ oo ee Oye pe et 


again, in, it’s obvic 
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64DD periphe 
Starfox 64 


ral. Playable versions of Mario 
>re on show and impressed all 
Yoshi's Island 2 and Mother 3 were also present but o 
video — as dis 64, which looked very pra romising Mr a 
polygon imilar to that of Super Mario 64. Of the 

thirdpa are at shoshinkal Konami's J-League Perfe 
Striker a Goen an 64 stood out, along with Enix's old- 
fashioned yet spectacular dər Gol Gol sən Makers. 


mə 
ho savv them 


Appl up to Edge about its plans for an assault on 
the videoga arket. . creating the royalty-free Game 
Sprock ftvvare development kit and appointing a game 
evangelist in the form of Mark Gaviani, it seemed as though 
Apple had finally realised that quite a substantial number of 


Getting Square Soft to sign ü asa ül a near- r-miracle o a 3D engine With the exception of the Mario 
. ion developer was a major d some amazingly atmospheric titles, no other game defined the 
up de Final Fantasy VII will m. Unreal coul SNES like Zelda /II did. Now it's th 
. Hopefully, Squa will N64“s turn. Just Imagine those vas 
detailed and intricate worlds 
transposed into glorious 30. 
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This true 3D sequel to WARP's FM 
stirtuo D, boasts amazingly 
detai ant ing 
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of the most how accurate the Saturn P mising to build substantially on Konami continues its r its return ih m 
titles of the version bes masterful bat "em up the strong foundations of the SNES with this modes ly innovative dri 
2quel boast a will be, in visual terms. Saturn ... Star Fox 64 may well turn game. Set in a series of f French 
s owners will no doubt revel in the e be the most visually stunning towns, it offers completely n viga 
brace of new characters, moves and di addictive shoot ' em up of the roadways and lus , detailed visuals. 
interact e arenas, Teg gardle SS. əsl Another gem from Nintendo. i inevi 
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uters in order to play games on them. The year came to a close, as most i with more speculation 
ial and worthwhile realisation, then. about powerful ne ji formats playing on the minds of those 
making purchases i pie festive season. 
nd: d vith a major new product from 30h revealed its new 3D accelerator for the PC, the 
Ne ze PlayStation təcaliş demonstrated to —— 1  Obsidian XS-100, claiming it can match the performance of an 
Dece r. which feature s a programma e PS SCI Impact for only a tenth of the price. It's worth bearing in 
İ of progra libraries, a C compiler mind that that's still $5000, however. ə 
et .—— Finally, Saturn 2 and PlayStation 2 specifications \ ere 
mooted, offering a DVD-playing, backwards- -compatible 64bit 
PlayStation 2 and a Saturn 2 boasting an 8-speed CD- RO 
yStation drive and modem as standard. şeş | 
ill come wit h the added abil / to play There will be more stories concerning these an 
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CREATIVE 


Jb. PC FORMAT ) 


i EH 


r Sa ^ If you play games on the PC, you've 


— BLASTER never seen anything like the Creative 
i 01:26 | Labs 3D Blaster. This breathtaking 

E graphics accelerator takes 3D game 
play on PCI systems to a whole new dimension of excitement 


with imagery so realistic your eyes will be out on stalks. 


No more blocky graphics or jerky frames. Instead you can feast 
your eyes on superb quality, super sharp definition and blinding 
performance which you can't get with conventional cards. 


3D Blaster PCI” compatibility also gives no other card a look in, 
with extensive games support including Direct 3D'V, 
DirectDraw™, CGL and Speedy 3D. 


Today there are more than 40 top titles launched that support 


the 3D Blaster PCI, and four of these hot titles come 

in the box - Quake™ Shareware, Flight Unlimited™, 
Battle Arena Toshinden™, and Rebel Moon™. Keep your 
eyes open for more to come. 


3D Blaster PCI combines full screen colour with total 3D 
realism for much richer, more defined and more hypnotising 
game play than you've ever experienced before. 


Harness it with the awesome Sound Blaster 32 card, and 
you won't believe your eyes — and ears. 
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€ Creative Labs 1996 Sound Blaster is a registered trade mark and the Sound Blaster compatible logos are trade marks of Creative Technology Ltd. The Creative Logo is a trade mark of 
Creative Technology Ltd. E-mu Systems is a trademark of E-mu Systems, Inc. Microsoft Windows and MS-DOS are registered trade marks of Microsoft Corp. in the United States and/or other 
countries. All other brand and product names listed are trade marks or registered trade marks of their respective holders and hereby recognised as such. All details are correct at time of going 
to press. All specifications are subject to change without prior notice. Actual contents may differ slightly from those pictured. 
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numedia 


Numedis 


in association with 


No 10 


A meeting point for media capitalising 
on the digital entertainment revolution 


L 


ast month saw the ficticious birthdate of HAL, the intelligent, self- 
aware and ultimately psychotic computer featured in Arthur C Clarke's 
seminal sci-fi novel, “2001: A Space Odyssey’. Clarke wrote that book in 


the Sixties - when 1997 was a long, long way off. Strangely, though, the world he 
must have imagined HAL was born into is not that dissimilar from today's reality 
The clear divide between human and machine truly is blurring. 

Hence Clifford Stoll's extreme but thought-provoking tirade against computer 
culture, “Silicon, Snake Oil" (See Books). Technology, he says, is replacing real 
experience — it is trespassing on areas of human life that it previously had no 
place to move within: He could be right. Everything featured in nuMedia bears 
the hallmarks of computer technology encroaching steadily into all facets of life. 
People go to Shops to get camera film developed. Digital cameras are intended 
to put a stop to that. People read magazines. CD-ROMs want to replace them 
People used to play musical instruments. Is electronic music, or more specifically 


sampling, putting them at risk too? 


it would be easy to dismiss such arguments as techno paranoia, but bear in 
mind that early Victorians believed that travelling over 30mph would kill a man 
and that proposed forms of aircraft would never even get off the ground. One of 


the most exciting things about technology is that you never know where 
It's going to lead you. Ultimately, it's probably best just to enjoy the trip. 
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* Produced by Pearson New Entertainment 
* Developed by Denovo 
e £7 


* Out now 


SFX 2 CD-ROM 


reaching to the converted may 
be a waste of time for the 

J religious, but it’s obviously a 
Safe road to success for the makers of 
spin-off CD-ROM magazines 

Hence, SFX the CD ROM is arranged 
similarly to SFX the magazine, with 
content separated into sections like 
Features, Reviews and News so that 
readers of the printed version will feel at 
home. Also, like the mag, almost every 
section has something to recommend it. 
One of the features, for example, takes 
an interesting look at a company which 
designs fake computer interfaces for 
Hollywood films, while ‘Jurassic Park 2’ 
is discussed in the News section and 
actually made to sound interesting. 
Furthermore, 'X Files’ info is splattered 
throughout (which will be enough to 
guarantee the product's success) and 
everything is well cross-referenced and 
presented. Plus, of course, all articles 
are written in the witty, authoritative 
manner sci-fi fans have come to expect 
from the magazine. 

While SEX 2 could have benefitted 
with being a little more brash and 
innovative, most sci-fi fans will find it 
informative and interesting. 
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* DC-2V Digital Camera 
* Ricoh 
*£1000 (with screen). £850 (without) 


* Out now ( Japan] 


DC-2V Ricoh, tel: 01 


* Directed by Hiroshi Negishi 
* 45 mins 

* Cert 18 

* £13 
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Digital camera 


f you vvant to send some 
holiday snaps to your great 

AA aunt Edith in Oz, you've got 
the hassle of getting a print made, 
forking out for the postage, and then 
probably having them all confiscated by 
Australian customs officials. 

Ricoh's DC-2V brings photo taking 
bang up to date. Not only is it a fully 
featured digital camera (with two levels 
of resolution, date marking and so on), 
it can also record sound along with 
images, and send the whole lot down a 
normal phone line. All you need is a 
modem and someone at the other end 
who's actually vaguely interested in 
what you did on holiday... 


782 717100 


Suikoden Demon Century 


he major recurring theme of 
anime movies is mass 
devastation - whether 


precipitated by nuclear war or natural 
disaster it crops up in dozens of works 
(including “Akira”, possibly the most 
well-known anime feature in the west), 
and it provides the backdrop to 
'Suikoden Demon Century'. 

Here, a Tokyo of the future has been 
torn apart by a massive earthquake and 
now the crumbling city is ruled by 
various Mafioso-style crime gangs. Into | 
this dystopia walks Takateru Suga, 
whose sister has been kidnapped by the 
largest gang. His mission: to assemble a 
team of helpers and get her back. 

‘Suikoden’ is standard anime fodder: 
plenty of stylised gory violence, a few 
mystical overtones, and a suitably nasty 
villain, all handled with panache and 
enthusiasm. Where it scores most 
highly, though, is in its wealth of weird 
characters, including a cross-dressing 
fighter and a ninja nun. The only let 
down is that the characters are given 
only 45 minutes to flesh out their roles. 
Later instalments will no doubt allow 
greater character development and 
more convoluted plots. 


* 12-speed CD-ROM drive 
* Aztech 
© £130 


| © Out now 


Heaven Deconstruction 
Heaven Deconstruction 
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12-speed CD-ROM drive 


Pam udiophiles were quite happy 
1 AŞ with CDs spinning around at a 
dl relaxed 500rpm, but once 
computer boffins were let loose on the 
little silver discs nothing would be the 
same again. Before the ink was even 
dry on the blueprints of CD-ROM, 
double-speed drives were popping up 
all over the place, and nowadays you 


can't move for six- or eight-speed units. 


Even they pale in comparison 
against Aztech’s mighty 12-speed 
CD-ROM drive. For a mere £130 you 
can own a machine that will happily 
spin a tiny plastic disc at speeds of up 
to 6,000rpm, transferring nearly 
2,000Kb every second. At that rate, the 
Zeta 12X can play an entire audio CD in 
the time it takes a regular CD player to 
warm up. 


CD-ROM Aztech, tel: 01734 820840 


C reated during the recording of The 

bed Young Gods’ ‘Only Heaven’ album, this 
interesting side project from band member 
Franz uses samples and themes from those 
sessions as the basis for a far more 
adventurous album. As fixated on atmospheric 
samples as structure and melody, it's a far cry 
from the searing, muscular works of the Gods. 
While the experimentation with noises and 
pure sample loops is intriguing, it's the more 
coherent, techno-based tracks which power 
the album, making it a fascinating and worthy 
companion piece to the fruits of Franz's more 
mainstream labours, 


F ollowing the musical pattern set by the 
radio show of the same name, 
Rampling's second double-mix set places the 
house on the 'Glitterball Mix” CD and the 
techno tracks on the 'Spacey Trance Mix' CD. 
It's the latter which contains the most gems, 
the Glitterball selection suffering from the 
current drought of memorable house tracks. 
The techno set kicks off with Leftfield's 'Space 
Shanty’ before venturing into less familiar 
territory, interspersing the likes of ‘Fever and 
The Brain' with classics from 'Union Jack' and 
‘Art Of Trance’. Flash mixing isn't really the 
issue here, it's simply a big-name compilation. 


urveyors of German techno Autechre 

JM continue their obsession with beautiful 
machine music on 'Chiastic Slide” - another 
amalgam of purely digital beats, quirky effects 
and lead patterns that veer between the 
plaintive and plain funky. 

The James Brown-meets-fax machine 
whirl of 'Nuane' embodies their sound 
perfectly, seemingly formless yet densely 
structured. Like Aphex Twin, there's a marriage 
between metronomic beats and emotive 
melodies. But Autechre's creations are darker 
affairs. Excellent, but unfamiliar territory. 
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e LitePro 620 Projector DLP projector 
* Texas Instruments mem exas Instruments (previously 
famed for its TI99/4A and 
* £9,500 Speak and Spell) has 
developed an entirely new projection 
* Out now 


technology called DLP (digital light 
processing), that uses hundreds of 
thousands of tiny mirrors to build üp an 
incredibly sharp, bright image. The 
mirrors, only 16 microns square, flip up 
and down on microscopic hinges 
thousands of times a second - and, 
remarkably, hardly ever break. 

InFocus is the first company to get a 
DLP product onto the streets, in the 
form of the £9,500 LitePro 620 projector. 
Intended primarily for big business 
multimedia presentations, the LitePro 
620 will nonetheless make a very 
impressive addition to any millionaire's 
home cinema system. 


LitePro 620 Projector InFocus PR, tel: 0181 563 2222 ] 
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Silicon Snake Oil e Clifford Stoll 


* Pan 
n 1854, Henry Thoreau wrote, 'Our 


inventions are wont to be pretty toys ə £6 
which distract our attention from serious 
things. They are but improved means to an * ISBN: 0-330-34442-0 
unimproved end. We are in great haste to 
construct a magnetic telegraph from Maine 
to Texas; but Maine and Texas, it may be, 
have nothing important to communicate.’ 
Now, the magnetic telegraph has evolved 
into the Internet, but, argues Stoll, Thoreau's 
sentiment is as potent and relevant today as 
it ever was. 

Stoll, author of real-life cyber thriller 
"The Cuckoo's Nest’, is one of a growing 
number of one-time computer evangelists 
undergoing a radical change of heart. 
Where once he imagined networks bringing 
unity, empowerment and democracy, he 
now suspects that, 'they isolate us from 
one another and cheapen the meaning of 
actual experience. They work against 
literacy and creativity. They will undercut 
our Schools and libraries.’ The reasons for 
his concerns are delivered in what he 
terms ‘free-form meditations’ which range 
from stinging and persuasive attacks on the 
‘aridity of computer culture’ to slightly 
suspect basket-weaving-is-best old 
fogeyism. All in all, however, his stark 
assertion that ‘life in the real world is far 
more interesting, far more important, far 
richer than anything you'll ever find on the 
web’ carries irresistable weight. 
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TOBY 1S PLAYING MARIO 64 ON HIS BRAND New 
CONSOLE...FROM THe COMPUTE. ExcHanae... | (CAN | HANC A 


Wu)! THIS HAS To Be THe MOST EN GO? 


UH..NOT YET- (‘VE GOTAN 
IDEA THAT'S GOING TO Be 
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QKAY...HERE YOU GO... He ULTIMATE 
SD PLATFORM GAME... 


HAT S HAT'S 1T... CLAMBER OveR )/-.BEWARE THE VICIOUS 
RMCHAIR MOUNTAIN. f | CAT- MONSTER... 
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(ELL, WHILE HE'S HURTLING 
WARD THE COLD, HARD, 
INFORG|VING TARMAC, 
€T ME TEU YOU ALL 
BOUT THE PLACE | GOT 
Kİ NINTENDO Gu FROM. 


THEY DO THE LOT - FROM BRAND 
NEW RELEASES AND IMPORTS, - 
TO INSANELY CHEAP 2ND HAND ] Rey 
CLASSICS! AND YOU CAN PART- Aş 

EXCHANGE YOUR UNWANTED GeAR J: 
TOWARD ANYTHING THEY STOCKİ 


IT'S THE CHEAPEST WAY TO 
GET YOUR HANDS ON THE * 


EXCHANGE! 9 latest creaweer stuce! 
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EDGE magazine February 1997 


Mario Kart 64 
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mish: 
Though Mario Kart's courses are varied, PT xx x 
some, such as Donkey Kong”s stage 
(above), are much more interesting than 
others. Get golds in all cups and you get " 


the chance to race in a mirror mode 


It's obvious that the design of some courses was laboured over. Yoshi's track (above right) is a 
particularly good example, offering many different routes, as can be seen from the on-screen map 


our and a half years ago, Super Mario Kart the N64 and brings fun back to racing. Much is familiar 
F revolutionised the racing game. Eschevving here - all eight of the drivers are Mario regulars, seven 
the desperately hip supercars and global transferred straight from Super Mario Kart with Wario 
tourist sites then in vogue, it was instead set in the replacing the once-popular Koopa Trooper. 
familiar environs of the Mario universe with its own Driving is basic, throwing out rev counters and 
unique brand of cartoon cheeriness. The resultant gear changes in favour of simple press 'n' go 
racing was way ahead of any of its 16bit rivals. In short acceleration. The simple accelerator and brake 
it was classic Nintendo, classic Miyamoto. controls can be combined to perform a handbrake 
In 1997 the story is a similar one. Mario Kart 64 turn, while the joypad's trigger executes power-ups 
takes the essence of the original, exploits the power of and its shoulder button skip-like jumps. 


The power-ups are a mix of old and new. Green 

and red shells work as they did in the first, but are also 
.. joined by multiple options, which spin around your 

VIUERE uda character to provide a shield before they're launched. 
Standard red mushrooms, offering a turbo-like boost, 
can also be collected in groups of three, while orange 
mushrooms can be used repeatedly for a limited 
period. Banana skins also appear in singular and 
multiple varieties, the latter seeing a stream tagging 
along behind your kart. The lightning bolt, star and 
ghost power-ups also make the journey from 16bit and 
perform exactly as they did in the original. The only 
all-new weapons are a spiky blue shell, which homes 
in on the race leader, and a dummy power-up crystal, 


testscreen 
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The Mushroom (Kinokio) Cup eases the player into action, with quite plain courses. The standout track is probably the third, Noko Noko Beach, 
which features a short cut through rock and waves lapping upon the shoreline. Track four, Kara Kara Desert, includes a steam train as a hazard 


In lower positions you often find yourself collecting 
juicier power-ups, such as this handy invincibility star 


. 
* 


which is intended to fool other drivers into attempting 
to pick it up - whereupon they'll crash. 

In terms of course design, the undulating 
landscapes are remarkably open, allowing you to 
drive outside of the tracks' confines, up roadside 
banks and over the surrounding terrain. Their variation 
is also worth noting - each one uses a different style 
of graphics, ranging from Daytona-esque roadway to 
stadium-based dirt track to snow-flanked icy path. 


Drivers need complete only three laps per race rather than the original four, which is a 
good thing considering the size of some of them. Wario Stadium is absolutely enormous 


Some courses are beautifully designed constructions forgiving and can really be thrown into corners without 
with tunnels, caverns, huge jumps and sheer edged fear of losing control. However, by gently easing the 
drop-offs all adding to the enjoyment. Tracks also stick around instead slamming it from side to side - 
features animated peripheral details such as a paddle which will be most players' approach during their first 
steamer and a Wild West steam train, and, as you'd hour or two of play - it's possible to gain much more 
expect, all the courses - from background scenery to control over your vehicle. 
in-game music to little clips of character speech - Which is a definite requirement, especially in the 
carry the hallmark of the Mario universe, a reassuring oneplayer Grand Prix mode, where the CPU 
familiarity that oozes quality. competition cheats in order to keep up with your kart. 
Tactically, the game relies primarily on adept use No matter how clean a race you drive and no matter 
of the different power-ups available and on mastery of how many power-ups you use to your advantage, the 
the Nó4's analogue control stick. The karts are fairly — : other racers are always right on your tail. It's possible >» 


Drivers come up against moving traffic on Kinopio Highway, the first of the Flower Cup’s tracks. Its second level, Frappe Snowland, features a giant 
Mario ‘statue’, seemingly made of ice. Track three, Choco Mountain, is one of the fastest - little surprise considering its basic nature and fogging 


continued 
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The Star Cup opens with Wario Stadium, whose walls are plastered with images of Mario”s arch enemy. None of the tracks are as simplistic as 
those of the original game - some even disorientate with their complexity. Hence guiding arrows on Star Cup's second track, the icy Sherbet Land 


Even when playing with three or four 
players, the game retains speed. 
There is a trade-off, though - a 
complete lack of CPU opponents 


to drive a perfect race then slip up close to the finish 
only to see two or three other karts streak by. It's 
rather a shame that Nintendo should elect to use such 
‘cheap’ opposition Al, but some would no doubt argue 
that it maintains a decent level of difficulty. And, after 
all, Super Mario Kart veterans will be all too familiar 
with CPU-controlled drivers that cheat. 

Ultimately, Mario Kart 64 isn't quite the game that 
was hoped for. Its main fault is that is has only a 
handful of genuinely interesting tracks. It would seem 
that its designers spent longer working on some 
courses than they did others; the disappointing ones 
seem almost unfinished and quite dull by comparison. 

Also, the difference in performance between the 


characters isn't as marked as it was in the SNES game, 


which means that there's actually less 'learning' to do 
when trying your hand with the full range. 


The multiple-shell power-ups surround your kart 
with items, which acts as a temporary shield (left) 


It would have been good, too, to see some more 
new power-ups rather than so many of the old ones 
return. The banana skins and green shells won't win 
many fans this time around, such is their weak nature 
in comparison to some of the other power-ups. 

The multiplayer modes work a treat, though, and 
make it a must-have title for N64 owners who have 
access to plenty of joypads and friends. Plus, there are 
some gameplay skills that will take a while to master, 
ensuring the game a long lifespan. 

Though the game is something of a missed 
opportunity at heart, its multiplayer modes, addictive 
battle game, wonderful sound effects and t 


charming visuals will ensure it hit status. 
Edge rating: 
Eight out of ten 
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The super-fast Donkey Jungle Park opens the Special Cup and features some glorious scenery. Yoshi Valley follows it and proves to be the game's 
most complex level. The fourth track, Rainbow Road, should have been one of the strongest, but turns out to be a dreadfully boring experience 


Format: Nintendo 64 Publisher: Nintendo 
: Developer: In-house Price: Y9,800 (£50) Release: Out now (Japan) 
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he Hind is the most formidable frontline helicopter 
gunship in the Soviet military machine; uglier than a 
hunchback from Hell & meaner than Yeltsin with a 
hangover. Now you can fly the helicopter ~ y koe * | 
nicknamed "The Bogeyman” by NATO pilots, in 1 Ht 
campaigns across Afghanistan, Kazakhstan & Korea. Fly head-to-head LI ee 
against the formidable Apache Longbow™ in the first link in DI's Virtual 
Battlefield" " series. With realistic & arcade modes, highly detailed 
graphics, interactive ground troops, & riveting gameplay, playing Hind™ 


is probably the most exciting pastime since Russian Roulette. | , 
AUi A 


AVAILABLE ON CD ROM 
DIGITAL INTEGRATION LTD. WATCHMOOR TRADE CENTRE, WATCHMOOR ROAD, CAMBERLEY, SURREY, GU15 3AJ. TEL: (01276) 684959 


The follow up to the 


award-winning 
Apache Longbow 
"Simulation of the Year" 


PC Gamer USA 
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Turok: Dinosaur Hunter 


Even the lesser adversaries really are 
something to behold, with incredibly 
detailed textures and smooth animation 


i 


eveloped by Iguana, Turok is a title that 
N64 owners will point to in defence of 
the claim that only Nintendo can write 


quality games for its console. Here is an 
independent game that is leaps and bounds 


ahead of thirdparty turkeys such as Cruis’n USA. 


As Turok, you must track down the 
component parts of a magical device called the 
‘Chronosphere’ before your adversary, ‘The 
Campaigner’, can use it to bridge an inter- 
dimensional gap between his realm and Earth. 
This boils down to a first-person shoot 'em up 
spread over eight huge levels featuring 
marshes, rivers, caves, temples and sprawling 
‘Jurassic Park’-style exteriors filled with gulleys, 
valleys, mountains and scattered settlements. 


Turok has fallen foul of the censors in Europe. To say that it's bloody at times would be an 
m understatement - graphic sequences such as these might not make it into the UK version 


Most of the monsters are based on those of the real-life Jurassic era, with some appearing in 
cybernetically enhanced form. This triceratops is one of the game's most distinctive varieties of foe 


From the moment you step into the world of 
Turok, it feels spectacular, with solid, varied 
and, above all, vast environments. 

The levels impress in two ways: first, 
Iguana's 3D engine uses every special effect 
imaginable to create the impression of a living, 
breathing environment. Pools of water are 
transparent, allowing you to see prehistoric fish 
lurking just beneath the surface; sunlight blinds 
you if you stare up at the sky, courtesy of a 
perfectly executed lens flare effect; and many of 
the vine-covered ledges can be climbed. In most 
Doom-style games, you're forever nudging up 
against the confines of the engine — able to look 
through a window, but not climb out, able to 
jump, but not cling to a ledge. Turok's world is 


Turok's lighting effects are first class, throwing enemies 
into stark relief and making extensive use of the 
Nintendo 64's impressive transparency facilities 


about as interactive as you could wish it to be, 
and rarely do you feel constrained. 

Secondly, the levels are incredibly complex. 
Though level one is, naturally, fairly 
straightforward, channelling your progress with 
steep ravines and straightforward goals, as you 
step out into the blazing sunlight of the second 
level, you're free to roam at your leisure. This 
could have been disastrous - there are few 
things worse than spending an hour wandering 
aimlessly around a sprawling play area — but 
Iguana has worked hard to turn mere wandering 
into exploration, judiciously including clues and 
pointers to keep you on the right track. Just as 
you think you’ve reached an impasse, you 
discover a hidden cave, a discreetly placed wall 
of vines to climb or, peering over the edge of a 
drop, spy a rope bridge, barely visible in the 
mists below, and you're up and running again. 
Turok's structure smacks of a game that's been 
play-tested to death at every stage, so tight are 
the level designs that these exteriors are as 
intuitive and as perfectly paced as the mazes in 
the original Doom. 

The eight levels progress from the jungle to 
labyrinthine temples and castles to weird 
science-fantasy futuristic compounds filled with 
giant robots and devious traps. 

The only possible fly in the ointment is the 


The lens flare adds an extra dimension to the 
outdoor levels. The world feels incredibly real 


testscreen 


This weapon freezes your enemies, and then shatters them in a blast of blue light. Turok 
has an amazing arsenal at his disposal, including a nuclear rifle and a rocket launcher 


game's use of fogging. It doesn't seem all that 
long ago Nintendo was promising 3D games free 
of pop-up or the need for strange mists to 
obscure horizons. Its internal development team 
achieved this goal with Mario 64, but that 
game's exteriors aren't as extensive as those 
found in Turok. It'S disappointing that, having 


| This smacks of a game that's been play-tested to death at 
every level, so tight are the level designs that they are as 
intuitive and perfectly paced as those of the original Doom 


gotten to grips with just about every other 
aspect of the console, Iguana has had to 
compromise the view in order to maintain frame 
rate. In its defence, considering the complexity 
of some of its monsters, the speed and 
smoothness of the game is no mean feat. 

Fans of 'Jurassic Park' will no doubt be e 
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One of the end-of-level bosses, the 
T-Rex, hunts the player, casting a 
beady laser eye across the arena. 
Its size and detail is astonishing 


« impressed by the variety and detail of the 


dinosaurs that inhabit the game world. The early 
levels ease you in with cannon-fodder raptors, 
the odd gnarly fish, and henchmen who routinely 
bring a knife to a gunfight, flailing, coughing and 
spluttering to a bloody end as you ventilate 
them with your .45. As the game progresses, 
the henchmen begin to attack in groups and use 
increasingly powerful weapons, which spawn 
ever more impressive special effects (the Magi 
throw rivers of green energy at you - a great 
showcase of the N64's transparency effects). 
But it is the range of big dinosaurs that will 
leave players gaping in disbelief at the screen. 
PlayStation owners will already be familiar 
with the kind of detail seen here. The Sony 
demo-disc T-Rex, which could never appear in a 
game engine without it grinding to a halt, would 
be perfectly at home in Turok. One of the four 
boss stages features a huge bionic T-Rex with 
lasers for eyes. It's absolutely huge, but even it 
pales in comparison with the brachiosaur. As 
the mists part to reveal a deep ravine, this 
monster looms towards you, its head alone 


1 Format: Nintendo 64 


Game environments vary from jungle exteriors to 
temples, caves and atmospheric dungeons 


being bigger than the raptors. As you peer over 
the ledge, you can just make out its body in the 
mist, some 50ft below. It's impossible not to 
gasp in amazement at a level of realism that 
was the sole preserve of the prerendered intro 
only 12 months ago. 

Turok juggles the vital areas of level design, 
speed, complexity and longevity with ease, and, 
though there are only eight levels, compared to, 
say, Tomb Raider' s 15, there's so much to see 
and do in each one that the figure is academic. 
Thoughtfully placed save points, which often 
appear just as you're beginning to lose hope, 
and various energy-bolstering pick-ups gleaned 
from kills conspire to make the negotiation of 
the game all the more satisfying. 

With Turok, Iguana exploits the N64 to 
create a believable, stunningly detailed 
environment that's second to none, convincingly 


vindicating its membership, through _ 
Acclaim, of the so-called ‘Dream Team’. 


Edge rating: 


Nine out of ten 


‘The Campaigner’ (above), Turok’s 
mortal enemy. The Mantis (left) is 
an end-of-level boss that walks on 
walls and ceilings and spits acid 


Publisher: Acclaim 


Developer: Iguana Price: TBA Release: March 
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J-League Perfect Striker 
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Corners (top left) are controlled by the player indicating direction with the analogue stick, and then power. The system is both easy to use and fairly 
flexible in execution. Striker's graphics may have a slightly ‘fuzzy’ tinge when compared with other N64 titles, but its animation is wholly convincing 


onami's recent track record with football 
games has been the envy of every other 
soccer sim producer. The outstanding 
International Superstar Soccer and its sequel, both on 
the SNES, were the first Japanese-developed footy 
games to rival their European counterparts. Previously, 
Japanese soccer titles had been woefully inadequate, 
being shallow and awkward by comparison. 

The team behind /SS has mastered all the key 
areas of sport sim design in J-League Perfect Striker, 
giving players a simple set of basic controls, a wealth 
of techniques and extra tricks to be learned, and the 
not unimportant matter of a decent view of the action. 
The game is bedecked with a huge number of play 
options, from standard league, cup and exhibition 
modes to more unusual treats such as 16 scenarios 
recreating climaxes of landmark J-League games. 

It's clear that Striker has been designed with the 
football fanatic in mind. The game abounds with 
delightful little touches that will coax much billing and 
cooing from players and spectators alike. From the 
finely tuned controls to the amazing motion-captured 
animation, nothing disappoints. 

Players are controlled with the analogue stick for 
movement, with practically every joypad button used 
in some way or other for the various kicks, tackles, 
volleys and headers available in the game. Practically 
every new release vindicates Nintendo's decision to 
implement an analogue control system in its 64bit 
console, and Striker is no exception. The players 
respond to spins and twists of the stick by shimmying, 


He. 


turning and checking their stride, something that has 
more than just pose value. 

One major problem with many soccer sims is the 
fact that if you run into a defender the basic AI and 
similarly basic controls severely limit your options - 
pass or be tackled, but none of that fancy beating two 
or three men and scoring business. Except, you can in 
Striker. With a flick of the stick you can feint one way, 
make the defender commit, then turn back the other 
way and run past him. Once again the subtlety of the 
Nó4's analogue controls shines through. 

The array of moves available on the many buttons 
used in the game is pretty bewildering at first,but it's 
perfectly feasible to play with just two. The main N64 


The game camera naturally pulls to a position 
behind the goalkeeper during goal kicks. Even 
incidental animation such as this is impressive 


A and B buttons control passing, shooting, pushing 
step-in tackles and headers. The yellow C buttons next 
to them offer more sophistication, bringing sliding 
tackles, volleys, sprints and tricky one-twos into play. 
What impresses most about Striker is not simply 
the variety of moves available but just how smoothly 
they segue from one another. It's easy to put rapid, 
flowing attacks together and it's all the more enjoyable 
if you can finish with some of the more impressive 
tricks such as bicycle kicks. But, like all the best sports 
sims, Striker doesn't dictate the way you should play. 
You can opt for a measured passing game, 
building slowly from the back and teasing an opening 
out of the opposition, or you can take route one and 
muscle your way to goal. This variety means that - 
unlike far too many other football sims - there's no 
single way of scoring goals and, similarly, no single 
shot that always guarantees a mark on the scoresheet. 
The flowing play isn't hindered by the unrivalled 
motion-capture animation, either - rather than 
execute all the frames of a move, the game simply 
cuts to the start of the next one so there's no irritating 
lag between key press and on-screen action. The 
attention to detail in the animation further enhances 
the game, displaying moves that range from Cantona- 
esque shrugs and struts to little turns of the head as 
players keep an eye on the defender pursuing them. 
All this detail isn't merely cosmetic, though. 
Controlling players after sliding tackles while they're 
lying on the turf adds to the gameplay, allowing you to 
flap a leg out and get the ball away to a teammate. 
Back heels are simple to pull off as are swift give 'n' go 
moves - just keep tapping the pass button and players 
will automatically lay the ball off to the next man. 
Cosmetically, Striker has a fairly limited game 
camera which has three levels of zoom and three 
angles of height - the widest and highest being by far 
the most playable. Replays offer more scope with a 


The replay mode (above and top) is hugely 
flexible, allowing you to view the action from 
various different angles and speed of 'footage' 


Format: Nintendo 64 


Developer. In-house Price: Y9,800 (£50) Release: Out now (Japan) 


Publisher: Konami : 
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| Penalty kicks in Striker are revolutionary: the striker moves his on-screen cursor (appearing 
in blue) as he prepares to shoot, while the goalkeeper attempts to match it with his (in red) 
An unpredictable human opponent is preferable to 
CPU opponents, but they provide enough meat to force 
ay the game to its fullest degree 


you to learn to p 


camera that can be moved through 360°, zoomed in 
close or far out above the pitch. Manic Japanese 
commentary runs throughout, with some Brazilian- 
influenced screams of ‘Gooooal!’ and namechecks on 
players, including imported stars like Dunga, Scillacci 
and Jorghinio. 

A fallible, unpredictable human opponent is 
obviously preferable to the CPU opponents, but they 
provide enough meat to force you to learn to play the 
game to its fullest degree. The game gets a little 
confusing with three or four players, especially if 
they're all on the same side, but with one or two 
players, J-League Perfect Striker is a joy to play. In fact, 
it's the most versatile and entertaining football game 
seen on any platform, and forms a strong A 


addition to Nintendo's 64bit portfolio. 
Nine out of ten 


When full-time arrives, the game 
camera pans out to give an 
overview of the whole pitch 


Edge rating: 


Free kicks are controlled in the same fashion as all spot kicks: the player holds down the 
shoot button to fill up the on-pitch arrow with colour in correspondence with elected power 


testscreen 
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Though impressive, Soul Edge's repertoire 
of throws and floor moves is also limited. 
You'll have seen almost all within a week 


| o describe Sou! Edge as a fighting game 
'from the makers of Tekken' is, ironically, a 
double-edged sword that both promotes 
interest and inflates expectation. Given the success of 
its siblings, comparisons are inevitable. 

The supra-historical premise draws armoured 
knights, samurai, spear maidens and axe-men from all 
corners of time in a quest for the eponymous demon 
swords. This has spawned traditional but engaging 
character designs, from the nunchaka-twirling Li Long 
to the classic ronin Mitsurugi. If their polygon 
representations aren't the finest ever seen, they do at 
least boast a fluidity and responsiveness lacking in 
Capcom's highly derivative clone Star Gladiator. 

Of course, it's taken such a long time for Sou! Edge 
| to make the transition from coin-op to console that 
| Star Gladiator has actually beaten it to the shelves. It's 
easy to see why the delays occurred. More than a 
straight conversion, Soul Edge includes all of Tekken 
2's home options (Arcade, Survival, Time Attack, Team 
Battle and Practice) and improves upon them. The 
most praiseworthy innovation - though hardly enough 
to revitalise a tired genre, admittedly - is the Edge 
Master Mode. It's essentially a thoughtful reworking of 
the unfashionable ‘Story Mode’, once de rigeur for 


The conversion actually blends elements of the 
version | & Il arcade boards, adding a few 
generic moves such as the upward blade sweep 


every self-respecting beat ‘em up conversion. While everything but air juggles, for instance, while others 

playing through with one particular character, your must be beaten with a Ring Out. A dose of poison may 

progress from stage to stage becomes an heroic leave your character with scant seconds to grasp 

narrative through the device of an illustrated victory, or you might have to defeat several 

Storybook. However, each episode has different consecutive foes with only one energy bar. In reward, 
An improved practice mode allows conditions for winning and presents a variety of your character accumulates an armoury of specialist 
7 lə to fight indefinitely against challenges. Some opponents are invulnerable to weapons that can be saved and used in other modes. 
different computer attack types 
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The game's "Weapon Room' is the place to check 
the effectiveness of various modes of offence 


These weapons carry their own statistics and differ 
in qualities such as range, fighting speed and damage. 
It may not take too long for accomplished players to 
find all 70 items (plus some hidden treasures with 
magical properties) but such dedication to the needs 
and habits of a home audience merits admiration. 

Unlike many games of its ilk, Soul Edge's emphasis 
on weaponry makes a genuine difference to the style 
of combat. It is occasionally possible to deflect an 
attack with a simultaneous counter-attack, though this 
often results in both fighters locking swords: players 
then engage in competitive button hammering, à la 
Samurai Shodown. There's no disarming as such, but 
weapons have their own energy bars and will break if 
used to parry too often, leaving your character to fight 
on with punches, kicks and throws (an effective 
prescription against turtling). The counter system is 
similar to that of Namco USA's SNES title Weaponlord, 
using directional blocking to interrupt an oncoming 
attack, and if you finish your opponent with a special 
auto combo then a Killer Instinct 'Ultra'-style fatality 


Format: PlayStation 


Publisher: Namco 
Developer: In-house Price: ¥5,800 (£30) Release: Out now (Japan) 


ensues. This pack of borrowed ideas holds together 
reasonably well under Namco's direction, although it 
doesn't make for the deepest of game engines. 
There's little freedom to discover your own combos or 
tagging attacks, limiting its longevity, and where 
Tekken 2's reversals eventually made the game, the 
speed of attacks in Sou! Edge renders them suicidal. 

Once again, CD access is almost invisible, thanks 
to intelligent design as much as competent coding 
(why reload data if the player elects to continue on the 
same stage?) and exploits the medium to good effect. 
The two-minute prerendered intro even surpasses 
Namco's previous efforts, although the largely 
forgettable soundtrack of orchestral themes, soft rock 
and jazz fusion is unlikely to win fans outside of Japan. 

Some compromised, uncharismatic backgrounds 
are most prone to criticism, but the genuine 3D arenas 
are largely successful, and supported with numerous 
animated touches and lighting effects to rival 
Capcom's achievements in Star Gladiator. The only 
obvious glitching occurs when replays are shown from 
an unintelligible close-up. 

In the long term, Soul Edge is unlikely to find as 
wide an audience as the next Tekken. Its strait-laced 
and sombre mood lacks the welcome humour and 
occasional excess of Tekken 2, while the VF-style 
moves are neither as accessible nor as intuitive. 
Nevertheless, Namco's lavish efforts have added 
considerable lustre to a decent title that Ld 
aficionados should find very appealing. 

Eight out of ten 


Edge rating: 
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Rage Racer 
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Namco's powerful 3D engine allows the player to see remarkably far into the distance. Here, the course in 
play asks drivers to take a diversion onto one of many steep, San Fransisco-esque stretches of roadway 


amco's latest demonstration of its unfailing book by awarding winnings for races which can then 
N commitment to Sony revives the sense of be spent on upgrading, tuning and modifying cars. 
wonder first inspired by its seminal 32bit Supporting the gameplay innovations are four track 
conversion, Ridge Racer, by presenting a driving variations, each different enough to give the 
environment that's as impressive as anything yet seen impression of driving on four completely separate 
on the PlayStation and involving the player in a courses that cycle through day and night as you race. 
campaign that could take weeks to master. With remarkably professional presentation, improved 
Entitled Ridge Racer Grand Prix in the US, Rage music and a glorious intro sequence, Rage Racer is a 
Several touches highlight the game's Racer takes a leaf out of the dog-eared Super Sprint totally new game rather than being merely a shallow 


update of its forebears. 

Its Grand Prix option is the master stroke. Though 
IRE there are more than ten cars to choose from, from 
“8265251 four separate teams, only the “Team Gnade Esperanza' 
— car is available for selection from startup. Predictably, 
“13530 everything about it is belovv par, from acceleration to 
handling, and choosing the ‘Car Shop’ option 
tantalises vvith faster, high-performance vehicles, all of 
which are out of reach. The 'Esperanza' is fast enough 
to win the easy races, but as you progress through 
each of the five Grand Prix classes, you'll need to 
upgrade to stand any chance of a place on the 
rostrum. The early stages, therefore, become crucial, 
as you win the money needed to keep your car in the 
same class as your ambition. 

Cleverly, not only do winnings increase as you 
progress through the classes, but so do the costs of 


A tumbling waterfall is in stark contrast to the maintaining your car. The lowly 'Esperanza' costs just 
city environs that make up much of the scenery 


Ridge Racer lineage (from top): a 
scantily clad bimbo on the starting 
grid; a tunnel illuminated by orange 
lights; a mountain pass; a rear-view 
mirror (first seen in Revolution) 


IM LIMIT 
6°16" 


HUMELIMIT 
6'44" 


More lush scenery beckons as the player 
approaches a harbour (above). It's not all tarmac - 
this section sees drivers facing cobblestone-like 
surfaces (top right). The game's replay mode (right) 


1,600 units of currency for a tune-up, but the ‘Hijack’ - 
a variation on the pick-up truck theme - costs 577,000. 
Getting hold of this sort of money isn't easy, and it will 
take a good few saved games to accumulate. But a 
fast car is no guarantee of success, as all the 
opponents are equipped with extremely tough AI 
routines, dodging left to right to pass you, and waiting 
patiently for a corner before overtaking on the inside. 

Where Rage Racer scores most highly is in creating 
a true sense of speed. Not even Wipeout 2097 can 
match the sheer exhilaration of driving the ‘Team 
Assoluto Ghepardo' car at top speed over one of the 
four undulating courses. This sense of speed is 
exaggerated by superb track design, which has more 
in common with Wipeout than Ridge Racer, featuring 
steep San Francisco-like hills, ‘Italian Job'-style 
mountain passes and rollercoaster dips. Namco has 
achieved something special with its 3D engine, with 
little noticeable pop-up and genuinely remarkable 
speed and fluidity. The game's pallid colour scheme is 
worth noting, though, as it gives a rather drab, grubby 
tinge to the proceedings, lending it a feel that's about 
as far removed from the likes of Mario Kart 64 as could 
possibly be imagined. 

AS well as offering upgradeable cars, Rage Racer 
includes a DIY design option. Here, players can change 
the colours of cars and draw, pixel-by-pixel, their own 
logos to appear on windscreens and bonnets. This 
simple paint package is purely cosmetic, but it does 
add another level of depth to the whole experience, 
providing a laid-back reprise from the all-out action 
that constitutes the game proper. 


Developer. In-house Price: ¥5,800 (£30) Release: Out now (Japan) 
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Where Rage Racer scores most highly is in creating a true 
sense of speed. Not even Wipeout 2097 can match the sheer 
exhilaration of driving the "Team Assoluto Ghepardo' car 


Graphically, the only criticism that could fairly be 
levelled at Rage Racer is that some of its car models 
look rather basic. Whether this factor is a result of 
Namco concentrating more on the tracks themselves 
or merely a case of lazy artwork is unclear, but it's 
particularly noticeable during replays. 

Freed from the confines of its coin-op ancestry, 
Rage Racer offers a combination of flashy visuals, 
instant gameplay gratification and long-term 
challenge. Its incredible speed and stylish presentation 
put it ahead of the original Ridge Racer and at least on 
par with Sega Rally Championship. 

As a perfect antidote to the disappointing 
Revolution, Rage Racer proves, once again, that 
Namco is in a league of its own when it comes E 
to squeezing the most out of the PlayStation. 


Edge rating: 
Eight out of ten 


The 'paintshop' option (above left) 
allows you to customise each car 


Format: PlayStation Publisher: Namco ] 
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Diablo 


t's a strange facet of multiplayer games 
n designed for the Internet that they are likely 

to have a very strong Tolkienesque fantasy 
theme. Hence games such as 3DO's Meridian 59, 
Sierra's The Realm, and Ultima Online. And, as can be 
deduced from these three, Internet games tend to 
have something else in common - they are all based 
upon very tried and tested game formats. Meridian 59, 
The Realm and Ultima Online are all glorified MUDS, 
given a bit of a face-lift, but based on the same 
principles as games that are 20 years old. 

Something should be expected from a developer 
with Blizzard's reputation. Not necessarily originality — 
the company's biggest hits, Warcraft 1&2, are 
essentially Command & Conquer with orcs - but at 
least quality and something more exciting than a MUD. 

And that's what's delivered here, although in a 
rather unsuspected fashion. Diablo is essentially a 
Gauntlet clone. The classic Atari coin-op, with four 
distinct sets of controls mounted on the front of its 
cabinet, expanded upon the delights possible with 
multiplayer gaming considerably, and It's an obvious 
inspiration for a company that wants to deliver some 
thrills and spills to Internet gamers. 

The basis of Diablo is a single dungeon that exists " 
beneath a small village. The village has a few basic Co ey “TAZA mm 
repair and information services for your on-screen Lcd “ə } —. in. 
persona to use. Having created and named your own "— 7 


Sorcerer, Warrior or Rogue, you set off down the : —— 

dungeon with abandon - and up to three friends - The lighting effects are particularly beautiful 
searching for treasure and killing monsters. And this is when a major spell is in operation (top). 
really all the game consists of — a practically endless Burning crosses guarantee notoriety (above) 


mixture of exploration, discovery and fighting. 
The dungeon itself is endless because Diablo has 


stolen a few tricks from another game too - Rogue. extraordinarily basic ASCII-character game that 
One of the most successful shareware titles ever, consists merely of an endless dungeon. Its strength is 
Rogue is available on the Amiga, Mac and PC. It's an that its dungeons are randomly generated each time 


you enter them, so you can play it forever without 
seeing the same thing twice. And this is what Diablo 
does - every time you start a new dungeon, the game 
creates it from scratch. 

And it creates great dungeons too. The setting is 
atmospheric, architecture is eminently believable and 
presentation immaculate. Diablo is also excellently 
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The central village, where your character can return at any point to trade, heal, repair and 
undertake all the other usual town activities seen in games of Díablo's genre at this point 
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The minor character animations are 
one of the strong graphical aspects 


——— 000. 


Winding up for a big lightning spell. The large variety of spells and magic items ensures that repeat 
playability is one of the game's strongest points - you're not going to see them all during your first game 


animated and realised, with some of the most It'S a shame that Blizzard doesn't appear to have the 
wonderful light-sourcing yet seen, all of which adds creative flair and imagination to complement its 
EIUUUCUTTHMIDISESUIR. EL WOIRISRIRERIIUN BENT unquestionable talent for producing slick, clever games 


things. The monsters are top-notch too, each with 
their own characteristics granted by very sophisticated 


Al routines that never see them getting stuck behind Diablo will be succesful, however, is another question. 

scenery, and is sophisticated enough to include Blizzard is hugely committed to multiplayer gaming, to 

morale for some of the smaller creatures who are the extent that it has its own dedicated Web site, 

likely to flee if they see a comrade die. Battle.net, which offers free gaming (you still have to 
There are monsters by the score too: one thing pay for your Internet connection, of course, but there 

Diablo is not afraid of is multiple enemies, and rooms is no subscription fee as there is with most other 

packed to the gunwhales with them are common. online gaming sites). And, given the massive popularity 
Ultimately, though, Diablo is something of a of Gauntlet in its hey-day, it seems likely that a large 

disappointment. You can grow tired of beating things quantity off gamers will enjoy playing Diablo very 

up and collecting even more magical staffs, potions, much, both online and otherwise. 


rings and the like, and the fantasy setting will annoy as 
many people as it enchants. It'S a shame that Blizzard 
doesn't appear to have the creative flair and Edge rating: 
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imagination to complement its unquestionable talent Seven out of ten 
for producing slick, clever games. Whether or not 


The book resting upon the pedestal 
is one of the ways of learning new 
spells (top). Missed... (above) 
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The spell hotlist is a quick way of eme 
choosing your magic capabilities A 


Format: PC Publisher: Zablac 


Developer. Blizzard Ent. Price: £50 
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Fighters Megamix 


Not simply a hybrid, Fighters Megamix 
is a superb tribute to the art of the 
beat ‘em up as practised by 
development team AM2. Graphically 
sharper than Vipers, the VF and VF2 
characters have never looked better 


ega's Virtua Fighter series shows every sign 
s of becoming a variant-spinning franchise to 

match Capcom's Street Fighter Il series. But 
whereas Capcom's sequels have occasionally 
disappointed, Sega's only seem to get better. Virtua 
Fighter Remix may have delivered nothing more than 
its title promised but Fighters Megamix is a real feast 
for fans of Sega beat 'em ups. 

A fusion of VF, VF2 and Fighting Vipers, Megamix 
features characters from all three games plus ten new 
ones derived from previous AM? titles, giving the 
player a mammoth 32 fighters to choose from. The 
fighters retain characteristics from their own games, 
with all the Fighting Vipers characters sporting armour 
that can be shattered by a special blow. 

Arenas, too, are culled from all three games, 
contrasting the fenced-in combat of Vipers with the 
precarious Ring Outs of the VF games. Complementing 
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: Developer: AM2 Price: ¥5,800 (£30) Release: Out now (Japan) 


this range of fighters and arenas are a variety of 
playing modes including a time-limited survival mode, 
a team battle mode and a training mode where you 
Square up to a CPU dummy. 

Fighters Megamix incorporates the best features of 
the Sega canon, and even includes some gameplay 
traits of Virtua Fighter 3, such as escapes. The X, Y and 
Z buttons give instant access to some of the regular 
multiple button presses making throws and certain 
special moves simpler to execute, all of which adds to 
the very solid core gameplay. 

Though hardly essential to all but the most ardent 
Sega completists, Fighters Megamix is an excellent 
title that showcases Sega's beat ‘em up prowess 
better than any of the individual titles concerned. Roll 


on VF3. 4- 


Edge rating: 


Eight out of ten 


Publisher: Sega 


Cool Boarders 


Tiree Though its graphics 
are not the most 
impressive seen on 
the PlayStation, Coo/ 
Boarders does boast 
smooth, realistic 
movement and a 
great simulation of 
speed. Plus, once 
learned, the tricks are 


great fun to perform 
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iven the rising popularity of the sport, a 32bit 
snovvboarding simulation was inevitable. It 
was perhaps also a sure thing that the first 


example would be intrinsically flawed - if only because 
it is something never before attempted. 

Despite teething problems, though, Coo! Boarders 
does have praise-worthy points. The three initially 
available courses are exciting and well structured, and 
the feeling of speed and gut-churning momentum you 
experience as your boarder swoops down the 
sometimes almost vertical slopes is surprisingly 
intense. Furthermore, although the scenery on each 
course is simplistic, there are some impressive 
sections: the Advanced course, for example, features a 
great tunnel section, while the incredibly difficult 
Expert course has a hair-raising chasm jump and a 
selection of wickedly banked corners. 

On top of this sim realism is a decent attempt to 
combine all the facets of snowboarding into one game. 
Players race each course against the clock, but they 
can also perform tricks at certain stages to gain extra 
points. Effectively, then, both freestyle and racing 
boarders are catered for. However, because players 
can race only against a constantly ticking clock and 
not, for example, times set by other players, the 
experience is a rather solitary one. 

No doubt better snowboarding sims will arrive in 
the future (Namco's Alpine Surfer coin-op is in line for 
a conversion to the PlayStation), but until then, Coo! 
Boarders may well appease the more obsessive RT 
of the sport's afficianados. 


Edge rating: 
Six out of ten 


Format: PlayStation Publisher: SCEE 
v Developer: UEP-Systems 
2 Price: £45 Release: Out now 


testscreen 


Reloaded 


hen Gremlin first released Loaded, it seemed 
VV that its top-dovvn perspective vvas borne 

more from a desire to be different from the 
vvelter of Doom clones rather than any practical 
reasoning. Yet after a couple minutes of corridor 
vvandering, gamers vvere soon marvelling at the 
spectacular pyrotechnics, dazzling neon lights and 
huge explosions. Essentially, the gaming perspective 
was the rediscovery of an old style, harking back to the 
days when The Bitmap Brothers' splendid Chaos 
Engine ruled the roost. 

Reloaded, the sequel, offers more of the same. 
Again the protagonists are designed in the fashion of 
2000AD-style characters - indeed, many of the 
characters are identical to their Loaded counterparts. 
Purple frock-wearing Butch returns, flame thrower at 
the ready, as do Mamma and Cap'n Hands. The 
problem here, though, is that the sprites are relatively 
small and it's difficult to feel any degree of empathy 
with a small man in a ripped dress. 

The visual polychromy of the original has been 
enhanced further, with both use of colour and quality 
of texture mapping outstanding - but then visuals were 
always one of Loaded's strong points. 

In terms of gameplay, Reloaded differs little from 
its predecessor. You hawk around the levels, shooting 
everything in sight and gathering power-ups before 
making for the exit. Elevators and teleports are 
introduced in later levels and Gremlin has introduced 
missions this time around. The 'puzzles' that are 
consequently introduced are occasionally solved more 
by default than judgement, though, which leaves a 
somehwhat unsatisfying taste in the mouth. 

Reloaded's biggest crime is that it's not a great 
improvement upon its forebear. While it offers 
mindless blasting by the sackload, there will doubtless 
be many who want such experiences wrapped 
up with more depth and finesse. 
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Edge rating: 


Five out of ten 


Reloaded takes the basic visual style of its predecessor, but improves 
on the texture mapping and intense lighting effects. Hence, gunfire 
appears as a multi-coloured onslaught of laser blasts and fireballs 


Format: PlayStation Publisher: Gremlin 
Developer: In-house 
Price: £40 | Release: Out nov — f 


testscreen 


ine February 1997 


NBA In the Zone 2 
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The midfield (left) is 
often redundant in 
basketball sims, but 
In the Zone 2 offers a 
modest range of 
defensive moves 
which can be put into 
good use here. Most 
of the hectic drama 
takes place around 
the basket (below) 
where the 'action' 
button is invaluable 


t's always refreshing when a sports sim 
db comes along that is equally capable of 

v indulging obsessive fans and those who just 
want a laugh. /n the Zone 2 is one such game. 

For the layman, it offers incredibly fast, addictive 
gameplay and beautifully smooth player movement. 
Learning how to play takes no time at all. There are 
three buttons: shoot, pass and action - the latter 
allowing an array of ducks, shimmies and dummy 
passes depending on what the situation calls for. And 
that's it. Amazingly, from this small selection of 
controls, it'S possible to put together some incredible 
moves and even a few tactical plays. The novice can 
just hammer buttons and hope, and /n the Zone still 
manages to be a compulsive and addictive experience. 

For the basketball junkie, the game offers a wide 
range of pre-match options (including the chance to 
design a player and/or construct a dream team of NBA 
stars) and a list of post-match stats so comprehensive 
that it'S possible to analyse a team's performance 
right down to the slightest move. Add the ability to 
change team-wide tactics throughout the game and a 
great stamina feature which tires your players just 
when you need them the most, and you have a 
comprehensive basket ball sim. 

It is clear that Konami's sports game division has 
learnt a lot since the first In The Zone game, which 
was far too easy and not at all addictive. This sequel 
retains a certain immediacy of play, but has 4- 
plenty of depth to back it up. Solid stuff. 


Edge rating: 
Seven out of ten 
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Format: PlayStation Publisher: Konami 
‘w Developer: In-house 
A Price: £45 Release: Out novv 
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testscreen 


Tetris Plus Saturn 
Publisher Jaleco 
Release Out now 
Price £40 


[T] Ow ironic it is that, at a time when it should be 
refinforcing its worth as a polygon-pushing 
powerhouse, the Saturn is getting what amounts to 
little more than a conversion of a game that even the 
Game Boy can handle with ease. 

The ‘Plus’ part of the deal is a story mode and a 
twoplayer split-screen option. It's also possible for 
players to create their own level designs, which is 
something never before seen in a version of Alexey 
Pajitnov's classic test of logic and dexterity. 

The basic Tetris engine here plays solidly enough, 
and there may be a number of Saturn owners who 
hanker after every conversion of every arcade and 
popular game since the dawn of silicon, but the 
release of a tweaked version of something that 
nowadays amounts to little more than a PC or Mac 
desktop add-on seems to be stretching the E 
boundaries of belief that little bit too far. 


Edge rating: 
Six out of ten 


NBA Jam Extreme PlayStation 
Publisher Acclaim 
Release Out now 
Price £40 


BA Jam presents the two-on-two style of 

basketball, only it panders not to realistic 
simulation, instead offering the gamer a plethora of 
special moves — players can somersault high toward 
the arena ceiling before dunking in spectacular 
fashion, flames trailing from their shoes (whereupon 
the enthusiatic commentators are wont to shout ‘I 
smell smoke’). The original PlayStation Jam, 
Tournament Edition, was essentially a no-frills 
conversion of the SNES game, but for the sequel 
Acclaim has gone the 3D route à la Total NBA. The 
game itself is virtually identical bar a few extra moves 
and new statistics, with codes giving access to a host 
of extra features, such as giving players huge heads. 

Jam is the most accessible and addictive form of 

console basketball — the relative simplicity of the 
gameplay makes it so — and Extreme is the 
logical step forward. = 
Edge rating: 


Seven out of ten 


Amok Saturn 
Publisher Sega 
Release Out now 
Price £40 


C onsidering how long Amok has been in 
development at Scavenger (Edge obtained a 
playable demo just before Christmas '95), its eventual 
release has proved something of a disappointment. 
A Doom clone at heart, it sees the player piloting an 
amphibious robotic craft over land and underwater in 
search of enemies to kill and missions to complete. 
While its graphics are accomplished (eliminating 
pop-up by fading scenery in from the gloom), the use 
of sprites for enemies and some less-than-convincing 
peripheral detail are disappointments. The major 
problem with the game, though, is its size — there are 
only nine compact levels. As a consequence, to 
prevent players from finishing it at their first sitting, 
Amok's difficulty level has been set frustratingly high. 
A year ago Amok looked like the way forward for 
the Saturn. Now, however, it looks like it's just 4X 
missed the boat. 


Edge rating: 


Six out of ten 


Tempest X PlayStation 
Publisher Interpla 

Release Out now 
Price £45 


hen Tempest 2000 was first released on the 

Atari Jaguar it was acclaimed by many as one of 
the finest shoot 'em ups ever. Indeed, a great many 
Jaguar owners were persuaded to buy the machine 
on the strength of the title alone. 

Tempest X is essentially the same game as 2000, 
only it packs a lot more beef, with extra levels (128 in 
total), more foes, cleaner visuals and a more 
accomplished soundtrack. 

Though Tempest has been around for some 15 
years, the original concept still holds true. Parked at 
the extreme of a grid, the player twizzles while 
splattering the oncoming alien craft and collecting 
power-ups. The gameplay, although repetitive, is 
incredibly frantic and while doyens of Doom and its 
ilk may find it a little unsophisticated, Tempest X 
remains a blast to the senses and a fine 
space-based shoot ‘em up. x 
Edge rating: 

Eight out of ten 
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Crusader: No Remorse PlayStation 
Publisher EA/Origin 
Release Out now 
Price £40 


Ug t may have been around on the PC for a year 
now — in fact a sequel entitled No Regret has 
recently emerged — but Crusader: No Remorse is just 
as engrossing in its new PlayStation clothes. 

Your bright red sprite scuttles around the enemy 
bases causing fuel drums to erupt in flames, enemies 
to run about on fire screaming until they die, and 
scenery to crumple. The puzzles are never taxing, 
exactly, mostly being simply a case of finding key 
cards to open doors, but the urge to keep exploring 
and get to the next level is considerable. 

While the explosions are jolly impressive, 
Crusader generally looks more like a 16bit game than 
a new PlayStation title. It doesn't even scroll. And its 
controls are a real handful, with no amount of flicking 
between the rotational and absolute options ever 
making it feel entirely comfortable. Above dE 
average, then, but definitely no landmark. 


Edge rating: 


Seven out of ten 


Flying Corps PC 
Publisher Empire 
Release Out now 
Price £45 


hile the world of flight sims has been absorbed 

by the dinical drudgery of modern warfare (get 
within 25 miles of the target using autopilot, fire a 
homing missile, autopilot home), Rowan has 
continued in a traditional vein in creating a WW1 sim. 

With a choice of six aircraft, all of which handle 
not only distinctly but like metal baths fired from a 
cannon, Flying Corps is an incredible challenge. The 
first week of play will be spent just gradually turning 
off the various options to make your flight more 
realistic, but you'll still get shot down the first time you 
encounter an enemy squadron. 

You play over four historically accurate campaigns 
as either the good or the bad guys, while attempting 
to manage the morale of your Jasta. This is an 
immense, intense, involving and playable experience 
which proves once again that Rowan is the Ağı 


king of the historical flight sim. 
Edge rating: 
Eight out of ten 
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Issues 1-8 
bold out 


Issue 9 

June 1994 
News Taos. a global. multiformat 
Operating System. is drafted 
Prescreen Doom on the Jaguar 
Testscreen Art of Fighting 2 (Neo Geo) 
and Fatal Fury 2 (PC Engine ) 
Features Edge talks to Sega's Yu Suzuki 
about Virtua Fighter and Daytona 


Issue (0 
July 1994 


News Early conjecture arises over a 
Nintendo 32bit console 

Prescreen 3D0 showcases Jurassic Park 
and Dr Hauzer 

Testscreen 3D0 Wing Commander 
Features Is 3D0 Dead on Arrival? 


Issues I-II 
sold out 


I5516 14 


flavember 1884 
News A full report from the ECTS 
Previews Ridge Racer makes its first 
appearance on the PlayStation 
Reviews Doom II smashes onto the PC 
Features Edge crosses the channel and 
visits French games developers 


185816 I5 
öl out 


Issue IB 
January 1995 


News Sony gives final details and 
specifications of the PlayStation 
Prescreen Tekken and Starblade 
Testscreen Little Big Adventure shows 
what be achieved on the PC 

Features Saturn is exposed - from 
hardware specifications to the history of 
Sega's misunderstood gamebox 


Issue I7 
February 1995 


News Sony's PlayStation out in Japan. 
Speculation on Nintendo $ Virtual Boy 
Prescreen Toshinden & Motor Toon GP 
Testscreen Virtua Fighter scores well 
for the Saturn. but PlayStation s Ridge 
Racer steals the limelight 

Features The PlayStation story and the 
future of home entertainment 


Issue I8 


Maren (995 
News Full report from CES show 
Prescreen Edge visits AM2 
Testscreen Toh Shin Den on PS and 
Clockwork Knight on the Saturn 
Features Edge chronicles the life of the 
PC: and the rise and fall of Atari 


Issue (9 
April 1995 


News Japanese sales figures give the 
Saturn the edge in the 32bit race 
Prescreen Daytona and Panzer Dragoon 
show the Saturn $ muscle 

Testscreen Descent (PC) 

Features The history of Apple Computer. 
from Jobs to Ridley Scott to PowerPC 


Issue 20 
May 1995 


News Specs for 3D0 s M2 unit are 
uncovered and NEC create a 1 Gb 
RAM chip 

Prescreen Edge witnesses Amazing 
Studios stunning Heart of Darkness 
Testscreen Killer Instinct is in arcades 
Features More PlayStation details 


issue 2l 
JUNG 1995 


News Hasbro announces VR plans 
Testscreen Daytona USA receives the full 
Edge treatment and Tekken on the 
PlayStation cleans up 

Features 3DO's history documented 


dın 
Special büilin 


Rutummn/Premigre 
Edge takes all the 16bit 
and next generation 
consoles. rips off their 
lids and scrutinises the 
hardware inside. The best 
games for each system 
are documented and 
criticised, and the truths 
only Edge can find out 
are revealed. Plus. Edge 
interviews the videogame 
industry's shakers and 
makers to discover what 
treats are in store for 
game players in the 
coming years 


BacK issues 


Edge is not a magazine that lingers 
on the newsagents' shelves for long. 
If you've missed any issues, here's 
the opportunity to complete the set... 


ISSUE 22 


July 1995 
News Problems dog Ultra 64 
Testscreen LucasArts Full Throttle (PC) 
Features M2 exposed. linking up 
PlayStations. Japanese RPGs 


Issué 23 


August 990 
News Sega's sneak US launch 
Prescreen Wipeout unleashes the 
PlayStation's true potential 
Testscreen Star Trek TNG materialises 
Features Saturn s development 
problems and the saga of Commodore 


ISSUE 24 


september 1995 
News M2 technology picks up speed 
Prescreen Tekken 2 and Loaded make 
first appearances 
Testscreen 3D Realms Terminal Velocity 
impresses on the PC and Virtua Fighter 
Remix improves on the original 
Features An explanation of the 
techniques involved in motion capture 


Back issues cost £5 each, or £4 each for two or more 
(including postage & packing). 
The Edge slipcase (below) is the ideal way to 


protect your copies. Each one 
holds a year’s worth of Edge 
and costs just £6. 

To order, send the coupon 
(right), with a cheque/PO 
made payable to Future 
Publishing, to: 

Edge Back Issues, Future 
Publishing, FREEPOST 
BS4900, Somerton, Somerset 
TA11 6BR 


NB: Issues one to eight, 
eleven, twelve, thirteen and 
fifteen are sold out 


ISSUE 25 
October 1995 


News Developers get their hands on 
Nintendo $ Ultra 64 technology 
Prescreen Edge profiles Scavenger. 
developers of Into The Shadows (PC) 
and Scorcher and Amok (Saturn! 
Testscreen Command & Conquer dictates 
the future of PC strategy games 

Features The ultimate guide to landing a 
job in the videogames industry 


ISSué 26 


flovember 1995 
News Full report from ECTS 
Prescreen Doom follow-up. Quake. is 
showcased, as is Capcom's Resident Evil 
Testscreen Yoshi's Island demonstrates 
Miyamoto s magic 
Features Edge speaks to the world's best 
strategy game designers 


ISSUE 27 


December 1995 
News The PlayStation is launched 
Prescreen AM3 talks Saturn Sega Rally 
and Manx TT in the arcades. Marathon 2 
makes an appearance on the Mac 
Reviews Loaded shows off the 
PlayStation's realtime lighting effects 
Features How does game AI work? 


I5516 28 
January 1896 


News 3D0 sells out for $100m. fast 3D 
for Apple. BT Wireplay arrives 

Prescreen Resident Evil looks set to start 
the Capcom revival 

Testscreen Saturn VF2 amazes all 
Features Edge meets the marketing men 
behind the launch of the Saturn. 
PlayStation and 3DO 


I5516 29 


February 1996 
News N64 is displayed at Shoshinkai 
Prescreen Edge focuses on the full 
complement of Nintendo 64 launch titles 
Reviews Sega Rally and V-Cop complete a 
Christmas list for Saturn owners 
Features Edge speaks to the designers 
and hardware experts behind possibly 
the videogaming launch of the decade. 
the long-awaited Nintendo 64 
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I5516 30 
Maren 1996 


News The Sega Matsushita rumours 
gather pace. The PC prepares for a 3D 
graphics war. Atari fails on hard times 
Prescreen Edge travels to Germany to 
interview PlayStation coders. Neon 
Testscreen PlayStation s ultra-realistic 
Total NBÀ brings basketball to 32bit 
Features The Top 50 movers and 
shakers in the videogames industry 


ISSUE 3l 
April 1996 


News Sega reaffirms its arcade 
supremacy with Model 3 and VF3 
Prescreen Edge visits Bullfrog software 
Testscreen GP2 is the best PC racer yet 
Features How videogames are merging 
arcade action with dance cultures kudos 


Issue 32 
May 1996 


News Sega and Sony take the gloves off... 
Testscreen Civ 2. Terra Nova and Spycraft 
Features Konami and Ocean spotlighted 


ISSUE 33 


dun, 1195 
News The Spring ECTS turns out to be a 
half-baked effort - Edge has details 
Prescreen NiGHTS. Crash and SM64 
Testscreen Resident Evil fulfils PlayStation 
owners hopes for a killer adventure 
Features Edge visits Psygnosis 
and Interactive Magic 


ISSUE 34 


July 1996 
News The Nintendo 64 
debuts at E’ in LA 
Prescreen 5M6 4 
Testscreen International 
Track & Field 
Features Edge visits Gremlin and 
examines Microsoft's PC games plan 


15518 35 

Rugust (996 
News The N64 hits Japan 
Prescreen The City of Lost Children 


Testscreen 5M64 and PW64 
Features Nintendo $ day of reckoning 


I8516 3B 
september 1996 


News UK opinion on Nintendo s Euro 
N64 strategy. Quake suffers from piracy 
Profile Sega's Tetsuya Mizuguchi 
Prescreen LBAZ. Soviet Strike. Spider 
Testscreen Fİ. Z NiGHTS and Decathlete 
Features The future of data storage 


ISS 37 


October 195 
News M2 approaches. as does VF3 
Profile SCE Europe's Juan Montes 
Prescreen Square. SCEE and Climax titles 
Testscreen Broken Sword and Tunnel B1 
Features Artificial life 


ISSUE 38 


November 1995 
News Edge visits the Tokyo Game Show 
and the 1996 JAMMA coin-op event 
Prescreen Ecstatica 2. Daytona CCE 
Testscreen Wipeout 2097. Quake 
Features Videogame music makes 
further inroads into ‘serious territory 
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Issue 39 
December 1996 


News JAMMA. ECTS. N64 hits US 
Prescreen The first M2 game. Warp's D2 
Testscreen Wave Race 64. Crash 
Features Apple gaming 


Issue 40 


Christmas 1988 
News PlayStation Expo: full M2 specs 
Profile Neil Young 
Prescreen An in-depth look at Mario Kart 
64. Also. Diablo and Time Crisis 
Testscreen Tomb Raider. C&C: Red Alert 
Feature 3D accelerator cards examined 


ISSUE 4l 


January 1996 
News 64DD debuts at Shoshinkai along 
with Star Fox 64: PlayStation 2 and 
Saturn 2 details emerge 
Profile Jack Sorenson of LucasArts 
Prescreen Blast Corps and Doom 64 
Features Net Yaroze examined: Edge 
visits Scotland's finest, DMA Design 
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and receive a free gift 


Don't fool yourself. Buying your copy of Edge every month from 
the newsagent is no substitute for subscribing. Because when 
you subscribe you'll get a free gift and several other benefits 


Edge's unique approach to interactive entertainment means that you get in-depth reporting on the 


most crucial areas of interactive entertainment. Exhaustive features, revealing interviews, games that 
you won't see in other magazines for months, all delivered with some of the highest production values 
of any consumer magazine in circulation. Edge has always been the world's most respected 


videogame magazine. Subscribe and stay well and truly on the edge. 


If you want to pay the lowest possible price for your copy of Edge, the only 
option is Direct Debit. You save £5 more than any other method of 
payment and, of course, you can cancel your subscription at any time and 
receive a full refund for all unmailed copies. So what are you waiting for? 


Complete and return the form opposite and start your subscription today. 


ORDER NOW. 0122» 822511 
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REIL — guy tina rt LL e ed mem ec cm te ce e 


GO matum o MI vete eee sns - 


— əyə 25.-uo....n.5...2...-.0...1.0u...uuasəi2..55.5: Q 


«€ Subscribe with this special offer and an exclusive Edge CURRENT SUBSCRIBERS 
shoulder bag could be yours free of charge. Selected for its You can also extend 
quality and, of course, featuring the Edge logo, this offer is your subscription with 
exclusive to Edge subscribers. this offer. Complete the 
form at the bottom of 
this page making it clear 


you want to extend your 


" ps s 
NS 27 «€ Edge subscribers get à 


choice of alternative gifts, too. 


subscription and return 


i 


Choose between a joypad for the PC Me 
(left) or Sony PlayStation (right). 


D it to us today. 


* By Direct Debit and save £5 Complete and retum the form below by Freepost to: 

Edge Subscriptions, Future Publishing Ltd, Freepost BS4900, Somerton, Somerset. TA11 6BR 
1 (Direct Debit is only available to UK subscribers with a UK bank account) 

@ By cheque or credit card 

Telephone the Subscriber Hotline on 01225 822511; fax us on 01225 822523; e-mail: subs@futurenet.co.uk; or via the 

World Wide Web: http://www.futurenet.co.uk/edge/html 


Please quote REF.No EDGP601131211 when telephoning or e-mailing your order 


..] Please start my subscription at the discount rate ticked below Please choose your method of payment: 


L Please extend my subscription at the rate ticked below 1. [. JDirect Debit. Paying by Direct Debit is the easy way to pay. The full amount of your 
If you are extending your subscription by Direct Debit the full amount will be debited at the time subscription will be deducted in advance and in one lump sum. ( Direct Debit 


of renewal instructions cannot be sent via e-mail or fax.) 
Mr/Ms (delete as applicable) Initials: —— Surname: 00000 2. [ ]Cheque (payable to Future Publishing Ltd. Sterling cheques drawn on a UK account. ) 
Mək rar o ot c mt pt RN | MESS Acces 
Card no. 
Postcode: 
Daytime telephone no.: 


European subscribers. quote your. EC. VAT reg. no. oD) instruction to your Bank or Building Üriginator s Identification No. 


də cn ; ; Ə 7 5 
Please start my subscription with issue. no... sse Society to pay Direct Debits. ' 2 


Subscription prices 1. Name and full postal address of your Bank or Building Society branch 
Direct debit 12 Issues- Save £5 (Available only to UK subscribers with a sterling bank account ) 

[.]£37.00 UK 12 Issues 

12 Issues issues by Cheque or credit card 


[£42.00 UK. (£71.00 europe (ind. Eire)* £100.00 Rest of the WORLD” 2. Name(s) of account holder(s) ________. 
Future Publishing Co REF No (For office use only) ptis oma mmi 


"Overseas price quoted are for airmail 
Choose your FREE gift 3. Branch sort code ER 
[. JEdge shoulder bag [PlayStation joypad [ JPC joypad 4. Bank or Building Society 


account number = 
UK readers return this coupon by freepost to: 5. Instruction to your Bank or Building Society: 
Edge Subscriptions, Future Publishing Ltd. Freepost B$4900, Somerton, Somerset. TAL! 6BR Please pay Future Publishing Direct Debits from the account detailed on this 
Overseas readers return this coupon ( postage payable) to: Instruction subject to the safeguards assured by the Direct Debit Guarantee 
Edge, Subscriptions, Future Publishing Ltd, Cary Court, Somerton, 
Somerset, UK TAL1 6TB Signature(s) Deis 


[. ]Ptease tick this box if you would prefer not to receive information on other offers. EDGP601131211 Banks and Building Society may not accept Direct Debit instructions for some types of account. 


1 Graphic desigin 


ROM for 
e and Pe 


Computer Arts, the art, design and technology magazine, and its dual-format CD-ROM bring unique tutorials, features, 
artist profiles, reviews, news and opinion from the world of art, design and technology. 


Issue 5 On sale now 


A pound under 200 
buys you this Colour 
QuickCam, the nifty 
device mounted to 
many a PC across the 
globe, providing the 
'action' for those 
Webcam Web sites. 


http: / /www.futurenet.co.uk/ 


It's the world's 
smallest 
phone. Under 
100 grammes 
of world wide 
comms power 
for a gulp- 
worthy £1,400. 


Picture this: an 

SLR camera with 
interchangeable 
lenses that fits in your 


pocket. Yours for a 
reasonable 700 notes. 


Never lose your way 
with this map-in-a- 
box, a satellite 
navigation system 
no bigger than a 
cell-phone. The 
asking price: a 

cool £230. 


Stay sharp with this Sharp PDA, 
avec touch-sensitive screen. 
Providing you've got £530 spare. 


T3 on the Web: 
http://www.futurenet.co.uk/t3.html. 


For subscription information 
call 01225 822511 
or e-mail subs @futurenet.co.uk. 


TOMORROW'S TECHNOLOGY TODAY 


moves 


Contact 


Jane Geddes 
senior sales 


(email: jgeddesefuturenet.co.uk) 


Rates 
Double-page spread £4000 
Full page £2000 
Half page £1000 
Quarter page £500 


Kingsgate House 
536 Kings Road 
London 
SW10 OTX 


0171 447 3310 


viure 


PUBLISHING 


Red Kite New Media is a division of The Facilities Group - 
a Cordiant Pic subsidiary. Clients include advertising agencies 
and independent blue chip companies. 


A 


The Facilities Group employs 
around 250 people and 

provides a range of creative 
production services which is 
unrivaled in Europe. As a leading 
innovator in the use of digital 
technologies we wish to rapidly 
expand our expertise and resources 
in the following areas: 


familiar with Macintosh and/or 
Windows NT and/or Silicon Graphics 
environments. 

An in-depth knowledge of one or 
more of the following packages is 
essential: Alias Wavefront, 
Softimage, 3D Studio Max, 
Lightwave, Infini-D, StrataStudio Pro. 


Applications will be treated in strict 
confidence and should be sent, 
along with a CV and any other 
supporting material, to: 


3D animation and special 
effects for TV and video. 

3D graphics and for print based 
media. 

3D animation and virtual 
environments for multimedia. 


Hugh Lorimer 

Red Kite New Media 
81 Whitfield Street 
London 

W1A 4XA 


Ideally applicants should possess a 
degree (or equivalent) in computer 
graphics and animation or have 
industry experience. You should 
have strong creative skills and be 


http:/ /www.kite.co.uk 
http:/ /www.facilities.co.uk 


C'YTC'C'x 
SUSSEX 


TECHNICAL DIVISION 


PSB Recruitment ane a 
South East based, privately owned 
Recruitment regency. 


Due to the continued success of aur “Technical Division we are currently seeking staff 
PRINCIPLE SOFTWARE DEVELOPMENT ENGINEER 


Five years experience of C real-time development on Sun/UNIX hosts, with experience of 3D graphics and/or virtual 
reality systems. You must be a graduate and a team player for this demanding role based in West Sussex. 
£20-30K contract or perm ref: HP351 


SOFTWARE SALES CONSULTANT 


A minimum two years excellent track record in selling and servicing bespoke software for large mainframe clients 
is required by our clients based in Surrey. You will have an excellent standard of education, perhaps to degree level 
and be well presented and able to carry out presentations to large prestigious clients. 

Excellent package circa £25K, no limit on commission ref: HP356 


SOFTWARE ENGINEER/PROGRAMMER 


You will be programming bespoke and updating C and C++ software packages for one of our local software houses 
based in West Sussex. Two years experience of a similar role is required along with a degree in a maths or science 
related subject. Some of this position will involve dealing with clients on a face-to-face basis and you will need to 
demonstrate the ability to interpret and realise customer requirements. 

£17K++ ref: HP360 


PC SUPPORT ENGINEER - WEST SUSSEX 

One year's experience of supporting WIN 95/NT users, with some UNIX and Novell skills is needed. You must be a graduate, 
team player as you will be working within an environment of similar calibre staff, supporting a team of 300 users. 
£13-17K ref: HP362 


SENIOR SOFTWARE QA ENGINEER - WEST SUSSEX 

You will have ten years experience of software engineering with at least three years in a QA role including a recent 
implementation of ISO9000. A degree or HNC/D standard of education is a minimum requirement, and you will have 
preferably gained your experience within a petro-chem or control systems environment. 

£20-30K ref: HP372 


NETWORK SUPPORT ENGINEER - WEST SUSSEX 

Contract position, installing and supporting UNIX Solaris and SUNOS, NIS, NIS+, workstations and Op systems 
within a large European network. You will have excellent interpersonal skills, have a flexible approach to working 
and be a team player. 

Circa £10 per hour ref: HP373 


Should you find any of the above vacancies interesting, or would like to hear of other openings 


which may suit your background please contact Rob 


arrison on 01403 240088 quoting the 


appropriate reference number. Or alternatively, send your CV and a short letter outlining your 


background to: 


Rob Harrison 


sussex lechi 


Tiertex is one of the longest established independent software 
developers in the industry with over two hundred top flight titles 
to our credit. 


We develop on all formats from GameBoy to Win'95 so we may 
well have a niche for you. 


We are recruiting experienced: 


PROGRAMMERS 


(from 8-bit to infinity and beyond) 


ARTISTS 
(2-D and 3-D) 


INTERESTED? Write, fax, e-mail or phone 
the Personnel Manager 
at 


Tiertex Limited 
67 Palatine Road, Didsbury, Manchester M20 3LJ 


Phone: 0161 446 2251 
Fax: 0161 446 2589 
e-mail: jobs C? tiertex.demon.co.uk 


http://www.tiertex.demon.co.uk 


Looking for an Exciting Career in 
The Games & Multimedia Industry? 


we're developing: 
Creative and original games 
for some of the world's largest - 
publishers on PC CD-ROM, ....../ə 
PlayStation 8: Saturn Ç 


vve"re looking for: 

Highly talented & dedicated: 
2D Artists (PC/Amiga) 

3D Artists (3D Studio) 

PC 'C' Programmers 


to apply: 
Send us your C.V. & demo 
disk. Please tell us why you'd 
like to work at ISL, the skills 
you can offer and your salary 
requirements. You must be 
able to relocate. 


to apply: 

Interactive Studios Limited. 
PO Box 186, 

Leamington Spa, 

Warks CV32 4YL 

Please send an SSAE for 
the return of your disk. 


We're Going Places ... Are You? 


Caa mes Softwa "e Limited e 


Not 
BUMS’ REQUIRED 


We've expanded yet again and with another 2,300 square 
feet of adjacent office space, we now need some burr$ to 
əark in the chairs. di 
Only the best programmers, artists and designers need 
apply, preferably with at least a years experience (or youd 
better have a s««t hot demo!). We have a specific need for 
experienced PC and PlayStation programmers, and 
multi-platform 2D/3D/Bitmap artists. 


Send CVs, demos, toilet-paper, etc, to: 
Mike Brown, 


Director of Development, 

Sterling Games Software Limited, 

Unit 26-28, Bentalls Complex, Colchester Road, 
Heybridge, Maldon, Essex CM9 4GD 

Fax: 01621 842077 Email: MIKE@S-GAMES.CO.UK 
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London & South 


PlayStation Programmers 
top salaries, London 


Experienced Artist 


£open, Cambs. 


3D Programmers 
£20-45k, London 


Programmer 


£24k + bonus, N. London 


Programmers 
£neg, Slough 


Programmers 
£various, Guildford 


3D Modeller 


£26k, London 


Producer 


£25-30k, Surrey 
3D Programmers/Artists 


Isle of Wight 


Please contact 


or send your CV to: 
A division of 


International electronics and 
games company seeks programmers. : 


Working with industry legend. Games experience 


required. 


Large company, PlayStation development 

in C 

Small growing team, just completed an exciting 
flight sim game. 


World leading publisher requires 
programmers for football game. 


Criterion Studios of Renderware fame seek 
experienced games programmers - exclusive! 


SGI or 3D Studio 
skills sought. 


To undertake project management for 
high quality 3D games. 


3D programmers working with B Render 
& artists required. Telephone for details. 


Justin Hill in complete confidence, 
GamesPeople 

Datascope Recruitment 

36 Langham Street 

LONDON WIN 5RH 


TEL: 0171 636 6944 
FAX: 0171 580 6068 


datascope@dial.pipex.com 
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North & Midlands 


3D Programmers 
£30k & £45k, Liverpool 


Programmers 
£20-30k, Bristol 


PlayStation/Saturn Prog 
£25-35k, Midlands 


Artist 
£30k, Oxfordshire 


Progs, Art, Designers 
£various, Lancs 


Junior 3D Artist 
Liverpool 


Programmers, Artists 
CALIFORNIA 


SG Operators 
Lhigh+perks, Istanbul 


Please contact 
or send your CV to: 
A division of 


We seek two proin for this startup 
company backed by leading publisher. 


A small company headed by an experienced industry 
veteran seeks enthusiastic games programmer urgently! 


Experienced games programmers for well 
established world famous company. 


We seek SGI, 3D and 2D skills. 
We only want the very best! 


This company has just won major contracts with two 
Japanese manufacturers to develop exciting games. 


A small company, friendly environment, 
racing games. 


SQUARE, the creators of "Final Fantasy’ 
are recruiting. Telephone for details! 


World-leading graphics company 
looking for FLAME operators. 


Justin Hill in complete confidence, 
GamesPeople 

Datascope Recruitment 

36 Langham Street 

LONDON WIN 5RH 


TEL: 0171 636 6944 
FAX: 0171 580 6068 


datascopeGdial.pipex.com 


America... Land of Opportunity 


Pelican Consultants International specialises within the Entertainment and Multimedia 
industries with a focus on Interactive Entertainment. Establishing our reputation for high 
standards of quality, our services have been retained on behalf of a most prestigious United 
States, Fortune 500 Company. 


A globally respected brand name with studios throughout the World, our client continues to 
strive for excellence in every field. Their US Headquarters now wish to establish a new studio 
and recruit teams to develop a broad range of products to benefit the international development 
and gaming community. 
We are looking to recruit staff who want to work at the frontier of games development. You'll be 
able to utilise the latest resources, work in a fantastic location and perhaps most importantly, 
have a voice that will be heard within your company. 
We need to recruit Programmers, 3D Artists and Producers. Experience, whilst not essential, will 


prove a definite advantage. To take advantage of this incredible opportunity you need to contact 
us now. 


Pelican Consultants International Ltd, 104-106 High Street, Harrow-on-the-Hill, Middlesex. 
HA1 3LP. ENGLAND. TEL: (+44) 181 423 3400 Fax:(+44) 181 423 1117 


E-mail: online@pelican-consultants.co.uk 


http://www.pelican-consultants.co.uk/pelican 


Pelican 


CONSULTANTS 


The message is simple — build your career and the opportunities will come. 
And who better to help you build your career than someone who knows the games 
market inside out. We've been around since 1989 and know the good guys from the 


bad guys! 


LOTS OF NEW OPPORTUNITIES BELOW FOR 1997. Here is just a selection. 
MANY EXCLUSIVE (ie not advertised elsewhere and not available via any other agency). 


SOUTH 


3D Engine Guru £35-40k bonuses 

Development Manager, (build new team) £35-40k + bonuses 
General Manager (Creative Studio) £30k + bonuses 

Sega Saturn Programmer London (small company) £20-25k 
Software Engineers. MPEG, CODECS, DIRECTX £22-30k + 
bonuses 

Realtime 3D Programmer, DIRECT 3D, API's £24-28k + 
benefits 

Lead Programmer C, C++ c£28k + "large company" benefits 
Internet/Network Programmer £22-24k 

Silicon Graphics Animator (fixed contract) c£30k 

3D Animators (experienced) £18-25k 

External Producers (x2) c£32k + car + benefits 

Senior Artist (Softimage) Character Animation £30-35k + 
‘large company" benefits 


Programmers, Designers (contracts) C++, Director, Lingo, 


NORTH & MIDLANDS 


3D Programmers £25-30k + Profit share 
Playstation Programmer (Scotland) £22-25k 
2D/3D Artist (Front end work) Scotland c£16k 
Assembly language Programmers. Embedded 
systems £16-19k + benefits 

Team Leaders £40k + royalties 

Producers (Internal) £22-30k + bonuses 
Alias Wavefront Graphic Artists £16-27k 

2D Bitmap/3D Texturing Artist £16-24k 
Realtime 3D modellers c£25-32k 

3D Animators £22-25k 

Lead Softimage Artist £25-32k + completion 
Games Designer c£22k + bonuses 


Also opportunities in: CALIFORNIA, 
THE FAR EAST and other International 


M'tropolis Quicktime locations 


Games Concept Designers. c£25k + bonuses + benefits 


Aardvark Swift Consulting Ltd, Westcourt House, 75-77 Station Street, Swinton, South Yorkshire S64 8PZ 


etchinghill 
STUDIOS [CE RTT A aca yər 


privately funded operation that does 

not rely on publisher support. We do 

not play by the rules set by the confines 
of the traditional, stagnant computer 
industry.We will settle for Şə less 
than excellence and if you believe vou are 
good enough, neither should vou... 


+ PC + Saturn + PlayStation ¢ 3DO/M2 $ Nintendo 64 £ Multimedia £ Film 


Are you exhausted, sending hundreds of CVs to companies and not getting 
the positive response you want? Well don't waste time, send your details to 
us Krystal Recruitments'. We will advise and assist you in getting the job 
you want in the games, multimedia & film industry. We have a large client 
base all over the UK, Europe and the USA, who are looking for candidates 
who possess the drive to develop high end products, using the latest state- 
of-the-art hardware. If you've got what it takes then send your details to us, 


yaa 


we are currently looking 

for talented individuals 

to complement our growing 
team of programmers and 
artists working on an unique 


3-D, MULTI-USER, INTERACTIVE 


online environment.... 


oul 


Alias/Wavefront/Softimage 22K to 45K+ 
3D Studio & Max/Lightwave 15K to 25K 
2D Artists Dpaint/Photoshop 14K to 18K 


SOIGILLS 


Hu 


woo TTTubuTruə3əğsqot 


Please send 


Trainee 3D Artist 


15K start 
22K to 50K 


PSX/Saturn/N64 Programmers 22K upwards 


Games Designers 


and samples to: Producers 


15K to 25K+ 
15K to 40K 


Etchinghill Studios 
Recruitment Department 
Etchinghill 

Folkestone 

Kent 

CT18 8FA 


Audio Engineer 16K+ 


Please submit your CV and any example work on Disk, CD or 
Video Tape to: Krystal Recruitment Services, 
Kassey Chand Jr., 11 Goodmayes Avenue, Goodmayes, 
Ilford, Essex IG3 8TN London, UK. 


Our service is free of charge to all applicants 


CRiterion Surrey 
di 


Criterion Studios is the new force in the games industry. Created last year by the producers 
of the market leading 3D graphics library, Render Ware. Criterion Studios is on a mission 
to produce heart-pounding, mind-bending, life-absorbing 3D games. After 18 months of rapid 
expansion we are still growing steadily and are now seeking even more talented and creative 
people to help us in our mission. We can guarantee the most technically challenging, leading 
edge games projects in the business along with a very generous remuneration and benefits 
package. | 
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* Producers ” * Programmers, * Low-Level 
Games are your lite. You have Gurus and 3D Graphics 
great ideas. You get off'on '/; Apprentice Gurus Engineer 
quality. You track teams and | at . Á ] 
E ET You dream in C; vou're the Your low-level 3D graphics skills 
meet deadlines fot?fusf. bi 4 
"hottest 3D programmer on are excellent and vou have a 

We should talk. 17 A the block; in short, you're the keen interest in emerging 

| | best. So, where's the chal- graphics technologies. 


lenge in that” ! FU .. 
3 What are vou waiting for? 


Come to Criterion and find 


out how good vou really are. 


To apply please send your CV to Julien Hofer at 


DATASCOPE 
ə RECRUITMENT 2 


36 Langham Street, London W1N 5RH 
Tel: 0171-580 6018 Fax: 0171-580 6068 


[;-mail datascope@dial.pipex.com 


Digital Animations is looking for top quality PlayStation 
programmers to work alongside our existing team of 27 people on 
current title developments. 


We offer a fun, exciting and challenging environment where you will 
be encouraged to create unique gameplay experiences whilst continually 
breaking technological barriers. You'll need energy, enthusiasm, and 


creativity and must be a real team player. A good salary will be awarded atl 
to successful candidates, and you'll be eligible to participate in our 


share option scheme. 


If you are looking for an opportunity to work with a highly 
motivated and talented team developing leading edge games, 
then please send your CV and demo disc to: 


Stephen Lloyd-Davies 

Aardvark Swift Consulting Ltd For more information about 
Westcourt House these positions contact: 
75-77 Station Street Mike Antliff 

Swinton Digital Animations 
South Yorkshire tel: +44 (0)1698 503300 
S64 8PZ fax: *44 (0)1698 842980 

tel: *44 (0)1709 571441 e-mail: 

fax: +44 (0)1709 586527 mike@digital-animations.co.uk 


Manic Media ZODIAC PURSUIT 
Creators of premier racing games Super Karts and Manic Has A Great Deal To Offer 


Karts are getting more Manic! We need dynamic, imaginative Our comprehensive client database is second to none. With 

and talented people to help us create the very best games Zodiac Pursuit, you can be sure that your next career move is in safe 

for the PC, Saturn and Playstation. hands. After all, what else would you expect from an agency with well 
over seven years industry experience and an extensive portfolio of 


Programmers up to the minute vacancies. 


Applicants must be fluent in 'C' and have some knowledge of WANTED! 
assembler.Industry experience on PC, Saturn or Playstation 
5 TEAM LEADERS c£50,000+ 

3D Graphic Artists/Animators GRAPHIC ARTISTS/ANIMATORS £(14k - £40k 

~ 1 PRODUCERS £16k - £40k 
Ideally applicants should posess a degree (or equivalent) in S GAME DESIGNERS £Neg packages 
Computer Graphies and Animation or have several years — £9 
industry experience. Successful candidates will be using tasa 


latest Silicon Graphics Workstations running Alias/VVavefFentil STOP PRESS! - URGENT REQUIREMENT 
PowerAnimator. . . 
UK (Nationwide), Canada & USA 


If you would like to apply for any of these positions please C/C++/3D/Al 
send your CV together with an example of your work and a PSX & SATURN PROGRAMMERS 
covering letter stating your salary expectations.io: | WIN 95/3.1 PROGRAMMERS 
— | 3D STUDIO/LIGHTWAVE/DPAINT/PHOTOSHOP 
aul McCraken SGI/ALIAS/SOFTIMAGE 


Manic Media Productions Ltd. NTED GRADUATES 
The Old Tannery 


Hensington Road 
Woodstock 
Oxfordshire Marie Harris, Zodiac Pursuit, Raines House, 16 Colleen Road, 
OX20 1JL Durkar, Wakefield, West Yorkshire WF4 3PX 

Tel: 01924 254467 Fax: 01924 249733 
E-Mail: marie@zodiac1.demon.co.uk 


Please send your CV, in complete confidence to: 


Ol 
paul.mccraken@manic.co.uk i i 
Our service to applicants is free of charge. 


Have you lost your focus? 


Programmers . an 


: o p 
= 


ww , 
ill ii 


" CVs and examples of potential: Rob Matthews/Neil Casini 
Clockwork Games, PO Box 555, Nottingham, NG1 6GH 
email: cwg @enterprise.net 


REF CTI C ) > 


From Shadow a the Beast to ¥truotion e. 1& Re (laciferis plete: 
been at the leading edge of software development for years 
Following the success of the Destruction Derby series we afé 2 oxparidiric, 
and need talented individuals to join our in house team. " 

e Software Engineers 

— — Playstation + PC 

3anging from lead programmers ™ 

Witte prave t track record to those 

With ong e) two published games 

Denind them. G++ ability essential 


a. 


: m Al | ists - - 
ust have experience with either 
Softimage or Alias 


2D Artist&® 
Should be-ablesto démonstraté 
both pixel and pencil work. 


Tool Programmers:- səf” af qu 


C++ an advantage plu$ familia 
with Direct t X preferable pd 


Henumeration packages will depend on position and experience but are 
second to none in the industry. 
Successful ap. plicants will be working with the most powerful development 


, İ 
e Please send CV to: 


Personnel 

Heflections 

1A Vance Business Park 
Norwood Hoad 
Gateshead 

Tyne & Wear 

NE11 9NE 


We're currently working on two of the most striking games of '97, 
for two of the biggest publishers in the business 


For our next project 
we're looking for a smau number of dedicated individuals 


TO JOIN OUR 
talented and enthusiastic team 


PROJECT LEADER 


Strong C and 3D programming skills along with a 
proven history in team building and management 


PROGRAMMERS 


Strong C and 3D programming, DirectX or console 
experience an advantage 


GRAPHIC ARTISTS 


3D Studio MAX and raw talent 


Contact us 


45 Russell Square London WC1B 4JP 


pure 


red (for Harry) 


Multimedia 
Opportunities 


Halton College ' 
- one of the 
DK's largest 

colleges is now - 
looking for 

Programmers . 

öt Designers to - ! 

help drive 
future 
commercial 


growth 
x 


So don't just sit there 
waiting for your 
career to take off... 


Player One is actively looking to speak with qualified 
game artists in order to expand the company to its fullest 
potential. 


Established in 1995, Player One is a developer of Next 
Generation action games. We develop for WIN95, 
Playstation and Nintendo 64. We are an authorized Nó4 
Developer. Based in Santa Monica CA, we are a compact 
team of experienced game developers. Excellent 
gameplay backed up by quality visuals is our major focus, 
with all of our staff being ardent game players. Our 
forthcoming release 'Robotron X' received a 96% rating in 
PSExtreme (December '96). 


Player 1 is accepting submissions for 
the following positions: 


CHARACTER ARTIST 
You wil have experience Building, Texturing and Animating characters for 
entertainment software. Your reel will demonstrate an knowledge of character 
Character Animation and Texturing. An understanding of anatomy, the 
lity TO express Movement, an emotional range and the ability to put mood into 


nation are the key skills we are looking for 


ENVIRONMENT ARTIST 
As a 


m - dl m m. 4 r ” z Hr ” 2 » duz iri z fay ; , 
worid builder you will nave experence Duliaing and rexrurng Tor video Q 
^ /£ P İz İl dee in oar “ +h . rari tol ^i ill am / 

15 a moaeler will De well used IN The pt "sition. Previously pubDiishead game 


Inty TOA TANT ANancdiing Pr eli contial 
/OTK TO HOnT Geaodilnes Are AiSO essential 


SPRITE / EFFECTS ARTIST 

The successful applicant will also be able to hand-draw, and have a 
thorough understanding of high-end tools. Although a history of working on 
published games would be useful, it's not essential. If you think you have 
exceptional talent that's nof been ‘discovered’ yet, we'd like to hear from 


y OU 


If you have experience programming realtime 3D graphics and dream 
of doing amazing things in games which have never been done before, 
we may be able to provide you with the opportunity to do so! 


Contact: Sean Lord 
Interactive Development 
1223 Wilshire Blvd. #847 
Santa Monica, Ca 90403 
tel: 310 260-8550 

fax: 310 260-8520 
e-mail: 
seanlord&aol.com 


It's another big moment in the evolution of videogames. 
Can you afford to be hanging around on the sidelines? 


Rare, an integral part of the N64 Dream Team, is still 
looking for fresh talent and enthusiasm to Join its exciting 
new projects. It's not an opportunity you'll see every day, 
so don't just sit there. Got something to give? Get in touch. 


Software Engineers: Required to code cutting edge 
software using SG work-stations. Applicants must be 
fluent in C or Assembler 4 


3D Artists: With good all-round abilities in modelling, 
animating and designing characters & environments. 
Successful applicants will use Alias and/or GameGen 
software on SG workstations. Experience with. other 3D 
packages an advantage. 


Please submit C.V's and work examples to: 


Personnel Dept, Rare Ltd. 
Manor Farmhouse, Church Street 


b. 
Twycross, Warks. CV9 3PJ n 
Rare does not use employment agencies. b 


If sending disks please ensure they are-auto-booting, “x 
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Psugnosis is seeking experienced development staff to join our rapidly expanding team. We need the people who can help us 
repeat our triumph as ‘Developer of the Year’ next year and every year. In other words we need the best. 


On offer is the chance to work with the highest spec. equipment, on leading PC and PlayStation titles, in an expanding and secure 
organisation. There are vacancies for 


Producers, Artiste and Programmers 


at all our studios (Liverpool, Stroud, Chester, Leeds, London and Paris) where you'll find an excellent working environment and all the 
professional back up you need to create great games. 


To join us you'll need industry experience and a commitment to excellence in all that you do. Salary will obviously depend upon track 
record, but is unlikely to prove an obstacle for the right candidates, as the packages we offer are second to none in the industry. 


So if your ideas and skills are out of the ordinary, get in touch. We're sure you'll fit in round here. 


XX STUDIOS XX 


Initially send a full CV, with samples of work if possible, to: 
Janet Webb, Psygnosis Ltd., Napier Court, Wavertree Technology Park, Liverpool, L13 1EH. 
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| ANSY JERS TECHNICAL 


EUROPEAN DEVELOPMENT DIRECTOR London 


£50k neg + car 

New start-up for established American company. 
Must be a self starter with a proven track record in 
the games industry. Initially to build the infra- 
structure followed by internal development, with 
a further brief for European external at a later 
date. Ref. 1081 


DEVELOPMENT MANAGER ^ North London 


£neg Executive Stock Options+benefits 

To be responsible for all output of a development 
house. Preferably a programmer by background, 
you must have team building skills and man- 
management experience, and you will have held a 
similar position already. Vibrant personality 
essential. Ref. 987 


DEVELOPMENT MANAGER ^ Midlands £neg + package 


Programming background and proven success in 
software management (not necessarily games). A 
charismatic communicator at all levels, with an 
established career path and man-management 
skills developed over the past 4 years. Salary 
expandable to fit the right person. Ref. 975 


TEAM LEADERS ^ Midlands — £25-£35k + Royalties 
Lead programmers required to be team leaders on 
game products One hit game to date a must. 
Could double salary with royalties. Ref. 974 


PROGRAMMERS ^ UK £13k - £35k+bonus 

Many positions available with a number of 
different leading edge companies up and down 
the UK. Whether you are an industry professional 
with published product or an enthusiastic 
graduate, your skills are needed to work on the 
following platforms: 


Witra 64 Midlands Windows 35/3] south 
Playstation uk — PC uk 


Saturn UK 30 Programmer$ London/South 
If your skills are currently deployed in the IT 
industry, and you know C, C++, MFC and 
Windows programming, working in Windows or 
Unix environments, you may be able to transfer 
your skills. Salary will not be a problem. 


WINDOWS REALTIME SOFTWARE ENGINEERS 
Up to £30k+bonus 

Work on tools, methodologies, engines, motion 
capture, networks and 3D graphics. Ref. 771 


London 


PC (ORUM ^ London/South — £neg packages 
Competent programmers required to work on the 
above platform. Ref. 820/883 


LEAD/SEWIOR PROGRAMMERS ^ UK — to £35k+bonus 


PC CDROM and Playstation. Industry experience, 
3D published work a plus. Ref. 882/888/891/892 


AAT DIRECTOR ^ Denmark fneg 


Required to run art department of major 
European developer. You must have man- 
management experience. A knowledge of Silicon 
Graphics would be a plus. Ref. 1085 


HEAD PROGRAMMER ^ London to £40k+bonus 

An experienced games programmer with man- 
management experience urgently sought, more 
details on application Ref. 1058 


TOOLS AND ENGINE PROGRAMMERS UK to £35k+bonus 


Experienced tools or engine programmers 
required for leading software companies. Ref. 962 


PLAYSTATION PROGRAMMER North East £30k+bonus 


Experienced person required for small develop- 
ment studio. Ref. 1084 


PLAYSTATION PROGRAMMER ^ London — £neg, v.good 


Exceptional PSX person with 3D game to his credit 
required. Salary will not be a problem for the right 
individual. Ref. 937 


HEAD ARTIST ^ North East to £35k+bonus 

Games artist with good knowledge of Softimage 
required to take charge of art content for games 
studio. Must have had previous man management 
experience. Ref. 1057 


LEAD ARTISTS ^ Midlands £20-£30k 

Of degree calibre and proficient in any 3D model- 
ling package. You must also be a tradtional artist, 
able to illustrate and storyboard. Ref. 976 


Answers Limited 
is the leading inter- 
national recruitment 
consultancy operating 
specifically in the 
interactive 
and multimedia 
market place 


GRAPHIC ARTISIS Uk — £10-£30k«bonus 

The following are a selection of the cherished 
positions available for experienced artists with a 
games background or from other industries. 


30 Artists London £30k+bonus 

30 Model Creation South to £35k+bonus 

Silicon Graphics £15k-30k 

30 Animators various to £35k+bonus 

el Artists ^ Cambridge/South £10-£23k+bonus 


Experience of having used some of the following: 
3D studio, Paintshop Pro, D-paint, Wavefront, 
Lightwave, Silicon Graphics packages. 


Ül MANAGER North West £30k+ bonus 
Control of Alpha, Beta, Master and technical test 
department, including allocation of resources. In 
depth knowledge of hardware/software games 
required. Ref. 1065 


STORE MANAGERS X 4 south East £neg 


Top games retail group requires professional 
customer service oriented managers. Capable of 
running your store autonomously, you will come 
from a sales background, be outgoing, creative 
and comfortable owning customers and problems. 
Retail experience an advantage, personality 
essential. Ref. 969 


various 


DEPUTY STORE MANAGERS Knightsbridge £neg 


Excellent opportunity for management calibre 
retailers with customer service skills to join a 
progressive national group selling a broad range 
of quality entertainment products. Ref. 970 


PRODUCER/PROJECT MANAGER ^ London/South 
c£30k+bonus 

Must have at least two published games to your 
name, a sound technical background, and 
outgoing personality. Ref. 1042 


INTERNAL/EXTERNAL PRODUCERS ük £25k-30k 


Required for prestigious games developer. 
Needed to maintain impressive expansion plans, 
from initial design to final mastering. Ref. 912 


PRODUCERS ^ North East to £30k+bonus 

Games producers required for busy northern 
studio, must have previous games producing 
experience. Ref. 1036 


PRODUCERS London to £40+bonus 
Experienced Producers required for established 
North London games company. Ref. 994 


To oat on original projects for well-known 
publisher. One hit to date and an original game 
developed from concept to master on PC format. 
Software background required. Ref. 817/911 


PROGRAMMERS/ARTISTS ^ North East to £30k+bonus 


2/3D artists and programmers with console 
experience required. Softimage knowledge would 
be useful. Ref. 1037 


PROGRAMMERS/ARTISIS ^ Midlands. c£25k«bonus 


Either industry experience or 2:1 degree is 
essential. Artists must be able to draw and all 
must have a genuine interest in games. Ref. 1038/9 


ARTISTS/PROGRAMMERS ^ Scotland £neg+profit share 


Experienced personnel required for impressive 
expansion plans, working on new technology. 
Artists must be experienced in Alias, Softimage 
or 3D Studio, programmers must have min 1yr's 
games background. Working in a picturesque 
location, salaries will be competitive. Ref. 991 


DIRECT X PROGRAMMERS UK to £40k + bonuses 
Good understanding of Direct X under Win 95. 
Experience of Direct 3D an advantage Ref. 992 


PROJECT MANAGERS = UK c£30k-35k+bonus 
Control creative teams, liaise internally, negotiate 
with licensors and day-to-day management. 
Proven track record in entertainment. Program- 
ming background desirable. Ref. 750/770/835 


Please submit your CV with demo 
material on disk, video or paper, 
quoting ref. no.’s, to Pascal 
Cranney at 

Answers Limited, 

The Old Bakery, Spratton, 
Northampton NN6 8HH. 

Tel: 01604 843336 


Fax: 01604 821848 
E-mail: recruit@answers.u-net.com 


Programmers required for ^V € A.Life game 


kü 


£20-30k + car 
£35k + car 
£18-30k 
£20-30k 


FAST FORWARD Por Business Card to: 
Dave Hill 
m.» Interactive Personnel ue 
lo | 7-11 Kensington High Street, London W8 5NP First Floor, 32 Buckingham Palace Road, 
| 3 


= 


Vi ia, don, | ORE. 
Tel: (0171) 411 3184 Fax: (0171) 937 2579 wey rarer aaa 
PERSONNEL Specialist consultants to the Games Industry 


for eopetisuctd and Senior staff email: latham@artworks.co.uk 


LO VVUIN . 
can be FUN... 


Tired of crawling into town in 
endless snail-pace traffic queues, 
or of fighting your way through the half- 
dead masses in the mind-numbing hell 
that is commuting... 

THEN COME TO THE ISLE OF WIGHT! 
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We are a small but beautifully formed development house 
looking to expand our capacity in “97. 
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Colin McGinley, “CV Collection & Ritual Mockery Of Department, 
Stainless Softvvare Ltd, Mill Court Cottage, Furrlongs, Nevvport, 
Isle of Wight. PO30 2DU. email: colin stainless.co.uk 
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This scene of Stainless Software employees driving to work Was accurately 
recreated by playing | )N, the laugh-meffily-as you- 
slaughter-tastic new game of vehicular culling developed by Stainless. 
Download the demo from publisher SCI's website: V/VVVV.SCİ.CO.uk 


s GAMESTATION 


3DO ə EE Sell or trade in your used video games 


NINTENDO We buy golem 9 find out how much 
wv G R EP  — (v 
For games which are not listed, please call for prices. 


All new releases held in stock for Megadrive Snes, Satun 4 exhumed 30 
! PlayStation - phone for prices. You can trade your games for (1 30 


new or used games, Please ensure that all games have box * fifa 15 

nstructions and are PAL copies fighting vipers 30 
» P firestorm 
To sell games frank thomas 

galactic attack 

galaxy fight 

gex 

ghenwar 

golden axe 

guardian heroes 

pun griffon 

! 


rəsi 
Pee 
— 


a IV evolution 


actua golf 
actua Soccer 
adidas power soccer 
agile warrior 
air combat 
— alien trilogy 


COMPUTER & VIDEO GAMES alone in the dark 
IMPORTS AND EXCHANGE aquanaut's holiday 


assault rigs 


if you are selling games, simply send them to us with 
your name, address and phone number and a list of 
all the cartridges with the buy back prices you are 
selling at. If you are unsure of the value then call. 
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" on 
İf you are buying or trading against games, please call hardcore 3 *4 
for availabilty before Sending c e hi octane 
List the genes you are trading along with their trade-in horde 

prices as well as the games you are purchasing with ——: t 9 
their prices. Do not forget to add carriage (see below) in the iə ng 


international victory goal 10 
iron & blood 30 
iron man 28 
jewels of the oracle 30 
ohnny bazookatone 28 
keio flying squadron 2 28 
lemmings 

loaded 

magic carpet 

magic the gathering 
mansion of hidden souls 
mkiii 

mortal kombat 2 

mr bones 

myst 

mysteria 

nba action 

nba jam 
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ridge racer 
ridge racer revolution 27 
road rash 30 
robo pit 27 
shell shock 28 
shockwave assault 18 
sim city 2000 30 
skeleton warriors 28 
slam n jam 28 
soviet strike 30 
space hulk 27 
spot goes to hollywood 30 
star Radiator 

starblade alpha 

starfighter 3000 

steel harbinger 

street fighter 

street fighter alpha 

street racer 

striker need for speed 
supersonic racers nfl quarterback club 
tekken 7 nhl hockey 

tekken 2 night warriors 
theme park nights 

time commando nights + pad 
tombraider off world interceptor 
top gun olympic soccer 
Me i sə pandemonium 
toshingen 4 panzer dragoon 


total eclipse 
) > T 2 
total nba panzer dragoon 


track & field Pee sch aol 
true pinball peoole beach gon 
tunnel b1 pga 97 
twisted metal photo cd 
victory boxing primal rage 
viewpoint. rattlesnake red 
virtual golf ! rayman 
war hammer real pinball 
war hawk revolution x 
williams arcade classics rise 2 
wing commander road rash 
wipeout robopit 
wipeout 2097 | rebolica 
world cup golf scorcher 
ee sea bass fishing 

! sega rally 
wwf in your house 
x2 "yum shell shock 
x com shining wisdom 

shinobi x 


x com 2 
zero divide shockwave assault 


sim city 2000 
Saturn. skeleton warriors 
- slam n jam 
space hulk 
space jam 
story of thor 
streetfighter alpha 
streetfighter anim 
street racer 
striker 
theme park 
tilt 
titan wars 
tomb raider 
toshinden 
true pinball 
tunnel b1 
v. boxing 
valores golí 
virtua Cop 
Virtua COD + gun 
virtua fighter 
virtua fighter 2 
virtua fighter kids 
virtua hydlide 
virtua racing 
virtual fighter remix 
virtual golf 
virtual on 
virtual tennis 
wing arms 
wipeout 
world cup golf 
world series baseball 
world wide soccer 
worms 
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ALL MAJOR CREDIT CARDS ACCEPTED Şon seria Kart duel 
9 Wilton Parade, High Street, Feltham, Middx. TWI3 4BU PERWA dne band 
TT 0181 893 2100/844 2575 290181 844 1944 ə. 
AFTER HOURS LINE 6PM-IOPM 0973 552398 broken sword 
x jle 
burning road - 
bust-a-move 2 
SI! sd 
=<] WORLD GAMES Fə C NE: 
— —— o  K Q XOCOQOK,.,.,”. chronicles of the svvord 30 
US NINTENDO DEDICATED cran Dandicoot 9 
Nintendo 64 k gluxalspsium dəəə 
eybersied 
ony PlayStation KPULE “eyyasıyy x duxu 
Sega Saturn JU SD Oe 521 whey 
ga * * — 
— ———— struction derby 
New & Secondhand destruction derby 2 
Official & Import Games discworld 
; disrupt 
Mail order or come doom 
. T earthworm jim 
into our shop extreme games 
^ extreme pinball 
Full 64-bit fade to Black 
T -bit povver fade to Blac 
CA Games Would you settle for anything less? ES doom 
2 fireste 
De Courcy’s Arcade Low prices guaranteed! tiro Klaud 
Cresswell Lane Latest games, more stock than ever! postin Md 
Hillhead Lower prices than vient 83 oxy ght 
Glasgow G12 8AA Send: World Games, Tyn Llidiart, Bex “ə 
Glandwr, Barmouth, Gwynedd, unship 
Tel 0141 334 3901 Wales, UK, LL42 1TQ ——. 
Pei = Tel: 01341 281269 Bad. annis 
ULTRA LOVV PRICES nie hunt 5 
iron blood 
iron man 
johnny bazookatone 
jumping flash 
LOADED CONSOLES (€ e mm jamin pen 2 
34 Medway Meadows, East Peckham, Tonbridge “i kileak om 
" : pe 1 o : 
"inst codd 4 — qəs. P m... The World's First Classic Software & Hardware Retailer konalhi open golf 
T$ Gl RE o n FIND OUT ABOUT RARE SEGA AND loaded 
Back C Gomes............. NONE. REIT CORE omax 
G¢g New Reese Ring... bringe, ing of the Fighters 96, Fra Bot, NINTENDO - 257 
gü Fury, Sonura Showdown 4, limo: 1 den 97 
In Stock Mow: Lage ronge of used Neo Geo Caridges & CD Equipment BEWARE OF IMITATIONS magic Carpet 
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18 titles 

3 dwarves 

actua golf 

alien trilogy 

alone in the dark 
area 51 

athlete kings 

baku baku 
battlemasters 
blackfire 

blam machine head 
blazing dragons 
break point tennis 
bubble bobble 2 
bug 

bust-a-move 2 
casper 

chaos control 
clockwork knight 
clockwork knight 2 
command + conquer 
crimewave 

Cyber speedway 
cyberia 

d 

darius 2 

darius gaiden 
daytona chemp ed 
daytona usa 
defcom 5 
destruction derby 
die hard trilogy 
digital pinba 
discvvorld 
earthvvorm jim 2 vvrestlemania 
euro 96 xmen 
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trom us, this is the price vou will pa 


“Colümn ii If you are selling a game 1 
We also stock this is the amount y u W ill rec ive trom us. 
used games for olin 414 İf vou are trading your game 
' + against another (new or used), this is the amount 
Mario Kart bu, Killer Instinct Gold, Star Wars, which your game is worth off the price. 
Turok, Star Fox, Tetrisphear, Wave Race 8u, ' “ə 
Yoshi's Island, Blast Corps, Perfect Striker, 
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£Coll for competitive price $ ss U E 8 o U T Ti OW PEIUA a dsnture 


£(ol for competitive price THE WORLD'S FIRST FANZINE DEDICATED TO miii trabes asa 
COLLECTORS OF COMPUTER/VIDEO GAMES, HARDWARE, motor toon gp2 B 

HANDHELDS AND GAMING MEMORABILIA. FULL OF met 

FEATURES ON THE HISTORY OF GAMING, CLASSIC — — nn 


COMPANY BIOGRAPHIES, RETROREVIEWS, FORGOTTEN namco museum 2 


Joponese Sony FloySiotin.............................. Call for Competitive price FACTS, AND LOTS MORE... namco soccer 

USA Sony PlayStation... css SCO for competitive price AT THE BACK OF EVERY ISSUE OF RETROGAMES YOU WILL nba in the zone 

UK Sony PloyStafion {Coll for competitive pnce FIND OUR DIRECTORY OF OVER 3000 COLLECTABLE ITEMS OF nba am 

Bock Cotdlogue Gomes... HARDWARE AND SOFTWARE. FROM ATARI & COLECO TO dan ice süd 

New Releases: £Ring VECTREX & VIDEOPAC, IF THEY DON'T MAKE IT ANY MORE - WE nfl gameday 

SELL IT. C64 AND SPECTRUM GAMES FROM 10p, ATARI 2600 nfl Quarterback club 

lop Nintendo 44......................................t(oli for competitive price GAMES FROM £1.00 & NINTENDO HANDHELDS FROM £6.00. nhl faceoff 
US Nintendo 64............ Y 22 vU for competitive price VECTREX MACHINES & novastorm 


off world interceptor 


New Releases: Eliş... WK logy, Kr Instinct Gold, GoldenEye, MULTI-CARTS IN STOCK pe Rahs 
Shodows ofthe Empie, Moro at 4, Feo, İedis ond, Prac Sur INTERNATIONAL ORDERS WELCOME (6$ - 600YEN) o|ympic games 


We stock a large range of used software & hardware for the If you would like to receive a copy of the RETROGAMES fanzine o» e OA 
Sony PlayStation, Sega Saturn & 300 platforms incorporating the full RETROGAMES price-list then please send a cheque panzer general 
“ or postal order for £2.50 (incl P&P) made out to "J Moore", care of | 
Ring now for: US Neo Geo CD (double speed drive) parodius 
Tel : 01622 8 44 9.00 3 RETROGAMES, 61 BACCARA GROVE, BLETCHLEY, penny racers 
el / Fax: 0157 A fakes — ə —3 MILTON KEYNES MK23AS TEL: 0181 203 8868 UM 
Estoblished 1992 BEWARE OF IMITATIONS p iilosoma 
itba 
po e 
power serve 
project overkill 
psychic detective 
raging skies 
raiden 
rapid reload 
rayman 
rek yaded 
resident evil 
resurrection 
return fire 
revolution x 
ridge racer 
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send youi r game/orders to: 
Golden Eye, Kirby's Hide ok | e A A İl ESTATION gam E 


58 James Street Bradford BD1 SPZ Tel: 01274 741040 
Please include a handling charge of £1.50 for the first game and 50p per game thereafter. 
01329-312211 Fax Allow 14 days for delivery. We strongly advise you to use registered or recorded delivery as we cannot accept 


liability for games lost in the post. All our games are guaranteed to be in good working order. Any faulty games 


0976-685411 sold to us will be returned at your expense. All prices correct at time of going to press and are subject to change 
Email without prior notice. We reserve the right to refuse any sale/purchase. 


only. Website: www.yikes.c X.cc Callers welcome at our stores at Kirkgate, LEEDS e Gillygate, YORK e Prospect St, HULL e James Street, BRADFORD 


Part of the 'G.G.I.' Group of Companies 
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VIDEO GAMES K HONG KONG ” 
ae. &. ©... ©. ©. ©. 0.2.2929 0.2.2.9. 0.0.2.9. 0.9.9.9. ko ok 


We specialise in Video Game CDs, Accessories 
and Peripherals, and have experience in exporting to 
countries all around the globe. 


We can offer you: 
Cheap PLAYSTATION CDs 


Latest Titles: Megatudo 2096, Destruction Derby 2, 
Soul Edge, Mortal Kombat Trilogy, Tomb Raiders 


Cheap SATURN CDs 
Latest Titles: Daytona USA Remix, Bubble Bobble, 
Virtua Cop 2, Tomb Raiders 


Cheap N64 Peripherals (scp 64) 


CHEAP ACCESSORIES FOR ALL CONSOLES 


d 
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Cheap Consoles from USA and Japan 
Cheap N64 Games: 
Wave Race 64 £65, GoldenEye £75, Tetrisphere £75 


TELEPHONE AND FAX NUMBERS 
for those outside the UA 
Tel: +852 9126 3634 Fax: +852 2405 2650 


for those within the UH 
Tel: 0468 834 759 Fax: 00 852 2405 2650 


Goods delivered by express, and in most cases within 72 hours 
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hrtual Ün Cuberbot Hing of Fighters $ 
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RAGE RACER SOUL EDGE 
mUL ALC SUUL CULE Ss 
"nu “uni Ate 5 mn "T 1-3. " 


EW AGE 
CONSOLES 


Light years ahead of any ees 


US ULTRA 64 
+ MARIO + STEP 2359: 


+ RGB CONVERSION 


US ULTRA 64 


+ MARIO + PILOTWINGS 
£399! 


+ STEPDOWN 

+ RGB CONVERSION 

MARIOKART NOW AVAILABLE FOR. £99 

SHADOWS OF THE EMPIRE £871! wc will try 

WAVERACE 64 £751! to match 
— CALL FOR GAMES any prices 


PlayStation & Saturn games available 
Conversions available 


Call NOW: 0181 776 6659 
m" note new ta 0956 945 165 


Over 32,000 Programs On-line 
No Questionnaires 

Just Straight in Games 

Over 500 Doom Levels & Utils 
Business, Hobbies, Security 
Mod, Voc, Mid and Music Utils 
Emulators, Raytracing, Windows 
Mac Progs and Utilities 


THE MAOTHER OF AL BBS'S 


BBS: 0891 408040 


CALLS CHARGED AT 45P PER MIN (CHEAP RATE), SOP PER MIN ALL OTHER TIMES, 
C.D. INTERNATIONAL, PO BOX 107 


Nintendo Ultra 64, PlayStation, CDROM 
Games Workshop, and Collectable cards. 


1 64 £277? .00, Mario 64, Pilot Wings, Star Wai. Wave Race, NBA Hangtime, 
trisphere, Wayne Gretsky, Killer Instinct Gold, Cruisin’ USA, Pads, T-Shirts, Caps, 
Ie Cases, Memory Cards. Soon: Mario Kart 64 and Starfox (with controller), Blast Corps, 


4 Trucks, St Andrews Golf, Top Gear Rally, Bomber Man, Toruk, CD Drive/Zelda (CD) 


da 0. —e* Road, aps ORGS: (10-5.30) For a price list, send your a preise and phone 


01453) 764930 o or r (01 684) 566133 9.30am to ain Shop (01 684) 8 891 619 
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INew / Generc fic rh 


| -onsoies 
Tel: 0113 290 ‘ 007 
| OPE N: Mon-Sat 10am-7pr m, xun 2pm-6 ipm 


lites VAYIOH sAYURD 
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ə Kingsfield 2 
ə Street Fighter Zero? TÜNTEüD0 GO * 
e: olla ard d ° now in stock 
"əş m MT Andrews Golf ə Mario Cart 64 
5 Totbinden 3 Tetris ? Shadows of the Empire 


. e $ Islond 


3 The utem * Stonegate Rd * — L56 4HZ 
| Tel: 0443 230 6007 * Fax: 0143 230 6305 
MAS at 54 Mill Hill « dore e 151 5DQ 


ea Static I. 0143 294 446. Ni 


Multiuser Chat up to 15 People 
Gigs of Glamour Gifs 

On-line Games and Help 
Speeds up to 28800bps MNP5 
Nevv Files Added Daily 

Full Access on First Call 
Internet Mail and Nevvs 

99 User Conferences 


2W Z 


, MANCHESTER M7 


9AW-9PM 7 DAYS A WEEK 


Play Safe, 
*4 Play Hard, 


Play for Keeps! 
E-Mail:ultplayuk G aol. com 


SEN CG ou 


For all your Retro-Gaming Software and Hardware needs 
ISSUE TWO ON SALE NOW 
... ‘ et . ‘ 
The Later edition of Britain's newest Retro-Famyine nca 
SHOOT 'EM UPS - WHERE DID IT ALL START? 
AN IMPARTIAL LOOK AT THE HMV RETRO EXHIBITION AND THE 
WAY FORWARD FOR RETRO FANS 
CG'$ INDISPENSABLE BUYERS GUIDE TO RETRO COLLECTING 
CLASSIC NEWS, FEATURES, FACTS AND LOADS MORE 


The Fanzine written by genuine lifelong enthusiasts for the experienced 
Retro-collector and those curious to find out what all the hype is about 
Classic Gamer cuts through the jargon 
THANKS TO EVERYONE WHO BOUGHT ISSUE ONE - IT WAS A SELL OUT! 
STOP PRESS! 

ISSUE TWO OF CG CONTAINS HUNDREDS MORE 
HARDWARE & SOFTWARE TITLES, AND PRICES HAVE 
BEEN CUT ON ALMOST EVERYTHING! 

You will find everything you need in the pages of CG. 
COMPLETE HARDWARE SET-UPS FROM £20.00 


C64, SPECTRUM AND AMSTRAD GAMES FROM AS LITTLE AS 30P! 
ATARI 2600 GAMES FROM £1.50! 


VECTREX, INTELLIVISION, COLECO, ORIC, MSX, ACETRONK 
DRAGON, VIDEOPAC, TEXAS, ATARI, HANDHELDS 
JUST SOME OF THE MACHINES/SOFTWARE IN STOCK NOW! 
Got a Retro need? Get a copy. 
To receive your copy of Classic Gamer including the CG Directory please send a 
cheque or postal order for £2.50 (inc p&p) made payable to "R Eyre’ at: 


471 Mawney Road, Romford, Essex RM7 8QA 


(please quote Ref: EDGE) 


[dil] 2 SHOP 
2000 


We buy, we sell, we part-exchange 


* CARTRIDGES 4 
Em . SOFTWARE* Pe 
E HARDWARE - İZ 


SEGA, NINTENDO, 3DO, NEO GEO, CDI, 
JAGUAR, GAMEBOY, GAME GEAR AND 
NEXT GENERATION... 

NEO GEO STAR, SONY PLAYSTATION, 
SATURN, ULTRA 64 
WE HAVE MOVED TO 
BIGGER PREMISES: 
UNIT 5, 9 SLATER STREET, 
LIVERPOOL L1 
0151-708 0022 
LIVERPOOL'S LEADING INDEPENDENT 


Check out our Home page: 
www.cshop.demon.co.uk 
Buying Stock Hotline 0151 708 5055 


We buy all the latest consoles. Best Prices Paid. 


From Commodore 64s to 


PlayStations and everything 


in between!! 


HEKHANA 


COMPUTERS 


Nintendo 64 
Jap or USA 


MARIO KART * KILLER INSTINCT GOLD * CRUISIN’ USA 
SHADOW OF THE EMPIRE * WAVE RACE * JAMES BOND 
NBA HANGTIME * TETRISPHERE * BLASTCORPS 


PHONE FOR DISCOUNT PRICES & NEW GAMES 


Shekhana 

2 Gladstone House 
High Road, Wood Green 
London N22 


0181 889 9412 


Open 7 days a week 


Shekhana 


London W1A 


and repairing games for all these systems: 
* Lynx * Nintendo * Colecovision * Atari 2600 
Mega CD “ 3DO * Atari 7800 * Game 


Gear 


Towers Il 


Turbo Express handheld Was £179.99 

Our special price £99.99 (with 
Games listed f game) 
£59.99 


Nostalgia? 

See over 400 games from the 
games from | classic old game systems on 
us priced this quality 3hr video, 
from including rare pictures of the 


See Offer abandoned 
'Konix' system £5.99 


Gameboy Special Only £9.50 m. 
Rechargeable Battery Pack « Why buy batteries? à 


Buy Jag 


With FREE Gameboy Power Supply Unit dud 


Special GamesMaster offer £19. 99 


Cigarette Car Adapter 4 


c 


: zz for Lynx or Game Gear 
" Special GamesMaster offer £7.99 / 


Official Atari Lynx Pouch 
A LYNX with FREE battery pack. Special low price £12.99 


Inside 'Microworld' 
257-258 Tottenham Court Road 


0171 631 4627 


COMPUTER EXCHANGE 
65 Nottin 
London 


Hill Gate 
11 3JS 


LARGE SELECTION ON SALE 


AH the latest 


Taga 


in stock 


NEW RAMS 
TOWERS I & We 
BREAKOUT 2000 


SPECIAL OFFER 
Buy any Jaguar game and any 
one of the following can be 
bought for only £7.50 extra: 
Cannon Fodder * Brutal Sports 
Wolfenstein 3D * Tempest 
Double Dragon V * Pinball 
Fantasies Troy Aikman Football 


Jaguar Leads Offer 
$cart...£7.50 S Video...£2.00 AV Lead...£3.00 


with joypad, power supply etc 
plus 
2 FREE games of our choice: 

All you have to do is buy Alien vs 

Predator, Doom, Power Drive 
Rally, Theme Park, Tempest 2000 

or Wolfenstein 3D 
from us and pay £79.99 for it and 
get the console and 


2 other games free. 


A LYNX 


The World's first colour handheld is 
now the cheapest in the world!! 


£39.99 with either: Batman 


Battlewheels * Super Off Road 
European Soccer Challenge 
Plus Free 
"Ultimate Chess Challenge' game. 
Powerful 2D or 3D Chess Game 


Loads of extra 
games - = 
choose from 
over 70 great 
games 

including: 


2 Rechargeable Battery Modules 
Power Supply * Screen Magnifier 
Cleaning Kit * Carry Case for 
Game Gear and up to 20 games 
Was £29.99 
Our Special Low Price 
£12.50 for complete pack 


All the latest Game Gear and Master System games 
available - use the "Master Gear" converter to play all 
Master System games on your Game Gear. 


Special Price Only £5 


Order with confidence from the largest stockists of video games in Europe. Send SAE for game lists. (State system(s) required) 
Personal callers welcome at our shop at Kilby Bridge. Order Processing, Post, & Insurance - extra charge. 


VISA 


I 6 Bit Colour Handheld 


ine February 1997 
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Once seen as a bandvvagoneering concept by Virtua 
Fighter fans, Namco's Tekken series has since garnered 
great respect. Part three is an eagerly awaited title... 


The 2. 12 board allovvs for improved graphics, including such minor 
details as the “energy” bursts that appear when a successful hit is landed 


he third instalment in Namco's 
jp superlative beat 'em up series is 
set 19 years after Tekken 2, which 
has the obvious - but nevertheless odd - 
side effect of making all of its characters 
around 40 years old. Whether they'll 
experience any drop off in their prodigious 
fighting abilities as they near middle age 
remains to be seen, but it's doubtful Namco 
would go to the trouble of basing a beat 
'em up around mid-life crisis menopausals. 
There is only one new character, 
Kazama Jin, the son of Kazama Jun and 
Kazuya. Kazama Jin grew up with his 
mother on Okushima, a southern Japanese 
island, and is 19 at the start of the game. 
But Jun is dying and her last words to her 
son were to visit his grandfather, Heihachi. 
All this intricate soap opera-style 
plotting takes a back seat to the new 
System 12 board that Tekken 3 runs on. An 
improved version of Namco's previous 


Though the game looks very similar to 
its predecessors, Namco has changed 
play mechanics so that fighters can be 
moved into and out of the screen 


bəl 


Namco's in-house graphic artists have reflected the passing of 19 years in the features of Tekken 3's combatants, albeit in a rather subtle fashion 


E 


Paul and Yoshimitsu collide in what will look like a familiar scene to the 
average brçada qərə, VVill Tekken 3 include enough extra gam 
tweaks to make it something more than Tekken 2 with better ? 


System 11 technology, it reputediy has 5096 
more rendering and processing power than 
its predecessor. Like its most immediate 
rivals in the arcades, Street Fighter EX and 
VF3, Tekken 3 attempts to break from the 
style of linear fighting along a 2D axis that's 
been de rigeur since the first Virtua Fighter. 

The characters still don't move in what 
could be described as true 3D, but by 
shifting the joystick, fighters can be forced 
to move into or out of the screen. 

Graphically, Tekken 3 doesn't took far 
removed from Tekken 2, but character 
design and animation is a great deal more 
refined. Using what Namco has termed 
'envelope processing', characters now have 
much more precise and realistic actions. For 
example, characters' hands now open and 
close, and clothing now moves in response 
to character movement. Background 
graphics have also been improved with the 
addition of minor details such as tiny scuffs 
of dust at a character's feet and more 
impressive spot 'energy' effects. 

Tekken 3 seems every bit as promising 
as its precursors. The System 12-based 
game will obviously lose more in its 
transition to the PlayStation than those it 
succeeds did, but this factor will not affect 
its chances of success in arcades 

Due to make an appearance at the 
Japanese AOU show in February, the game 
will surely attract gamers who have “İÇ. 
grown tired of Virtua Fighter 3. 
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nyone vvho has indulged 
A in a teary-eyed trip dovvn 

memory lane courtesy of 
Namco's Museum series will have 
no doubt noticed the single letter 
which adorns the packaging of 
each volume. When the set is 
complete, the five CDs will make 
up the word 'Namco'. Given that 
the 'O' volume effectively 
concludes the series, questions 
have already been raised 
concerning the company's plans to 
adapt any more of its treasured 
back catalogue for Sony's machine. 
Optimists will no doubt consider 
the fact that the most recent game 
on this latest compilation 
(Pacmania) is still a harrowing nine 
years old — could this mean that 
the company has plans to convert 
less antiquated titles for future 
compilations? Perhaps. 

Volume 5 contains a selection 
of coin-ops from the mid-to-late 
Eighties, only one or two titles of 
which will be lost on western 
audiences. With the possible 
exception of Pacmania, which 
embodies a timeless appeal, most 
are titles that will only entertain 
avid fans of the original coin-ops. 
As usual the museum section of 
the package has been further 
improved and prerendered 
sequences illustrating each game 
have been added. 


Metrocross 

Metrocross is a side-scrolling affair 
that was originally released in 
Japan in the summer of 1985, its 
popularity peaking in the home 
when it was converted to the 8bit 
Famicom. Featuring a character 
sprinting through underground 
passages, the gameplay was a 
simple affair of avoiding numerous 
obstacles and completing courses 
within a set time limit. Eight stages, 
each divided into four rounds, gave 
the player the chance to use the 
occasional skateboard and collect 
various bonuses as he progressed. 


[ Fomat Playstation 
Namco 
Developer: 5) 
P" 3 Y5,800 (£30) 
Dir» Spring (Japan) 


[he Playstation in one of Five more Fondly recalled 
Coin-ops From Ihe halcyon days oF videogamin 


— 1500. 50000 a 


Arguably the most enjoyable game 
of the package is Pacmania (above 
and below), while trusty vertical 
shooter Dragon Spirit (top) plays 
tightly, if a little on the slow side 


A souped-up museum section 
(above centre) marks an 
improvement upon previous 
releases. Baraduke (above) has a 
graphical style like Blood Money 


Dragon Spirit 

Considering that 1987 was the 
year when Namco pioneered 
developments in 2D graphics 
(games such as Assault, Ordyne 
and Metal Hawk impressed with 
their use of sprite and screen 
rotation), Dragon Spirit bears all 
the hallmarks of a game using 
coin-op technology at the end of its 
lifespan. Despite its rather rough 
appearance, Dragon Spirit 
possessed sound playability and 
wowed fans when it made the 
conversion to the PC Engine the 
following year. 


Pacmania 

At a time when macho slash 'em 
ups and shoot 'em ups were the 
order of the day in most arcades, 
Pacmania's success was by no 
means guaranteed when it 
surfaced in late 1987. Curiously, 
though, female players loved it and 
to be fair it was an exceptionally 
entertaining eversion of Pac-Man, 
the isometric viewpoint and ability 
to jump over ghosts adding 
considerably to the simplistic but 
fiendish core gameplay. 
Asthetically, Pacmania still holds up 
well even nine years on. 


Baraduke 

Bearing similarities to Section Z and 
the Speccy classic Cybernoid, 
Baraduke was a rare coin-op from 
mid 1985 than even Edge fails to 
recall. The player navigates a police 
space ship through 48 different 
levels of enemy-strewn territory 
and, between each floor, indulges 
in a game of roulette in order to try 
and increase his shield gauge. 


Legend of the Valkyrie 

Only PC Engine owners may 
remember this odd but well-loved 
adventure that bears a 
resemblance to the equally 
obscure SNES action adventure 
Dracula Kid as well as sharing 
similarities with Nintendo's Zelda. 
Featuring two main characters, 
Valkyrie (a female equivalent of 
Link from Zelda) and Xandra (a 
cute green blob), the gameplay 
essentially consists of wandering 
up a scrolling screen attacking 
enemies with weapons and magic. 
But what really makes it is the 
bizarre collection of events that 
occur along the way in a similar 
fashion to Konami SNES 

classic Goemon. Great : 
music, too. 


Dragon Spirit (above and top), 
Metrocross (top right) and 
Baraduke (right) all share the 
distinct look of mid-'80s games 
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Legend of the Valkyrie (top rovv) is perhaps the most obscure game in the 
collection because it only ever reached Japanese audiences. PC Engine 
owners will remember it as a classic, though. Whether the simplistic 
shooting nature of Baraduke (above) will entertain in 1997 is debatable 
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ince time immemorial your 

fine magazine has often 
been criticised for supposed 
partiality for whatever was the 
cutting-edge game platform of the 
day. Whatever the truth of the 
situation, it wasn't something that 
bothered me - until the arrival of 
the Nintendo 64, with your 
‘support’ being, at times, rather 
blatant. Can it be that you want us 
all to buy one? 

l've no doubt that the N64 is a 

technically excellent machine and 


has some undeniably great games. 


However, with the games being 
likely to cost us both arms and 
legs, that doesn't really sound the 
stuff that mass markets are made 
of, despite your statements to the 
contrary. It's really a machine 
designed for Americans or 
Japanese with more money than 
sense, and | don't think that the 
feeble 60Mb bulky drive will be 


the answer to us impoverished 
Europeans - this is Nintendo 
we're talking about, and it'll be 
taking us for every penny. Since 
when has it not? 

| also think that you are 
putting too much faith into 
Nintendo's so-called 'quality 
assurance' which, to me, seems 
like the infamous 'Seal of Quality' 
on the SNES. What's the betting it 
will be the first thing to go? Also, 
I'm surprised you haven't picked 
up on another nasty side effect of 
cartridges, in that those few 
companies that decide to support 
the N64 are going to have to 
make heavy financial 
commitments in terms of cost and 
inventory, and the implication 
there for us gamers is that we're 
going to get an awful lot of fairly 
safe and generic software 
designed to sell big to the lowest 
common denominator, like the 50 


million beat 'em ups and 
platformers that graced the SNES, 
and all the cool thirdparty stuff 
that might or might not sell, like 
Enix RPGs and Konami's Mystical 
Ninja series, will be enjoyed only 
by the Japanese. If you seriously 
believe it can't happen to the N64, 
then think about the SNES, and 
remember how the market was 
soon flooded with clones and that, 
for every one great game, we got 
at least ten that weren't. There's 
absolutely no reason for anyone to 
assume that the N64 is going to 
be any different, great initial 
games not withstanding. 

This isn't what we expect to 
see in Edge, which is supposed to 
be an impartial multiformat 
magazine, not some plugging 
organisation for Hiroshi Yamauchi. 
What happened to impartiality? 

Jaimie McLean, 
address witheld 


Edge can't help calling it how it 
sees it - when Ridge Racer and 
Virtua Fighter appeared for the 
PlayStation and Saturn 
respectively, they raised the 
benchmark and were 
acknowledged for doing so. Super 
Mario 64 did the same, and there 
can be few gamers who could 
fairly argue otherwise. This isn't 
bias, merely honest, open opinion. 

Edge is very aware of the fears 
some have concerning carts and 
has tackled the issues mentioned 
in your penultimate paragraph in 
previous issues (see E35 for a 
balanced appraisal of the 
Nintendo 64). 

You have a valid point in 
saying that the European market 
will never enjoy the same breadth 
of software choice as native 
Japanese. In the past, companies 
like Konami have brought ‘quirky’ 
games to these shores and seen 
them sell poorly in comparison to 
more middle-of-the-road product. 
Which, sadly, would appear to be 
a case of the consumer making 
the decision on its behalf, not 
Konami itself. 

It's still too early to tell how 
the N64 software sitution pans 
out, but the signs so far, at least 
from looking at the games 
reviewed this month, look 
far from bleak. 


was pleasantly surprised to 
see my letter regarding 
retrogaming and nostalgia printed 
in Edge 38. (Look mum, I’m in 
print!) Since then | have had the 
opportunity to reflect on my 
words, which were perhaps a 
touch rash. 

Recently | came across a 
Nintendo trailer giving 
demonstrations of N64 software, 
and | had the good luck to play 
Mario 64, PilotWings 64 and 
WaveRace 64. After reading 


Jaimie McLean accuses Edge of bias towards the Nintendo 64. The machine is doomed in the UK, he claims, 
An thanks to the limitations of its storage medium and an impending downturn in the quality of its software 


Edge's review of Mario 64, | was 
expecting nothing less than the 
astounding. And it's a testament to 
Nintendo that, despite the shots 
and glowing reviews | had seen, | 
was still completely surprised by 
the game. What has been seen in 
magazines does it no justice. It has 
to actually be seen in motion. 

Although | had no real 
problem with the 10/10 mark 
Mario 64 received, | was sceptical 
that an almost perfect game had 
been achieved. But Edge has 
vindicated itself, even though it 
must be said that PilotWings has 
more immediate impact, with a 
breathtaking feeling of freedom. 
Nintendo must be doing 
something right if a busy shopping 
mall can fade away in the 
background as you swoop over 
Mount Rushmore. 

Of course, this isn't simply a 
gushing pro-Nintendo letter, as | 
still have my doubts over cartridge 
technology, and the limited 
thirdparty support. And March ‘97 
is still a long way off in gaming 
terms. But Mario and PilotWings 
are the most innovative and 
graphically impressive games | 
have seen in a long time, and that 
bodes well for the future. 

Also, after reading the music 
feature in E38, | bought Wipeout 
2097: The Soundtrack, to gain my 
first insight into British house/ 
underground music, although my 
taste in music does not normally 
lie in this direction. Thankfully, | 
can say it was worth it. 

lan Roney, 
address witheld 


he prediction is that the 

64bit level is where the 
technology race will pause for a 
few years, 128bit being some way 
off yet. Trip Hawkins agrees that 
the Net will be important, but 
Sega, its big move being with 
Saturn Netlink, has set it up on a 
platform that's about to fall away 
from under it. At £200 (in Japan), 
it is a high price for consumers 
because it doesn't bring any 
hardware upgrade as far as 
gaming is concerned. 

Sony's PlayStation is the most 
successful next-gen console, but to 
me its situation is still uninspiring. 
Yaroze gives an indication of how 
Sony is building for the future, 
and, although commendable, it 


Christopher Ward bemoans the lack of Y in the PC 3D accelerator 
board scene. Manufacturers should standardise benchmarks, he says | 


gives me no confidence in it as a 
videogame company. Essentially 
it's looking for other people's 
ideas rather than using its own. 

Nintendo did well to go to 
64bit straight off and make a 
machine good enough to do 3D 
properly. However, the 64DD 
seems to undermine its spanking 
new platform by being needed so 
soon after launch. Is it just an 
expensive patch on the N64's 
memory problem. 

Maybe not. From what 
Miyamoto-san said at Shoshinkai, 
it seems his company has a much 
more inspiring vision of the future 
than its rivals. 'We are trying to go 
where no game designer has gone 
before,’ he declares concerning 
the writeable aspect of the 64DD, 
and it's good to hear a top 
designer saying he doesn't just 
want 'more gorgeous titles with 
the same themes, but... many 
other applications.' He's right 
when he talks about him and 
them (his competitors) aiming in 
different directions, and | know 
who I want to follow. Look at 
Nintendo's first four titles — it 
makes the finest games in the 
world. Its innovation — the N64's 
controller and its four controller 
ports, for example — proves that it 
is the best at what it does. Sony 
could never have done these 
things on the PlayStation because 
it doesn't know enough about 
videogames yet; about how 
games are played. It's no 


wonder that its vision is limited. 
Harry Combe, 
address witheld 
Nintendo's continued success can 
be attributed to many factors, but 
innovation is certainly among the 
strongest. It's only too aware of 
how tired game concepts can stifle 


console gaming, and it's an 
attitude that many softcos X 
would do well to adopt. 
have to commend you for 
grappling manfully with the 
topic of PC 3D cards in E40. 

While it is clear that 3D 
graphics cannot carry on being 
generated solely by the CPU (no 
matter how big a Pentium you've 
got strapped to your machine), 
you were right to point out that 
the main problem with the new 
dedicated graphics architectures is 
that absolutely nobody can 
understand which is 'the best bet', 
as it were. 

To a certain extent this 
situation occurs every time a 
hardware company throws its hat 
into the arena (even now, the 
PlayStation/Saturn debacle 
rumbles inexorably onwards), but 
in this case there are a number of 
extra factors that will have to be 
satisfied before punters will start 
fishing for their wallets. 

The first of these concerns 
performance. No matter how 
vehemently it is denied, PC 
owners have never enjoyed 
playing second fiddle to the latest 


view» 


consoles. People will be far more 
inclined to pay £150 (not 
including VAT) for a board offering 
demonstrable power over that of 
the PlayStation or Nintendo 64. 
Also, the confusing benchmarks 
supplied by manufacturers must 
be standardised in some way to 
allow potential consumers to 
compare cards' performance. 

A big badge on the box 
containing the words 'Microsoft 
Compatible' is usually a good 
sales booster as well, for a good 
number of PC owners are also 
technophobic parents to whom 
‘Microsoft’ is an assurance of the 
‘safety’ of the product. The board 
offering the best compatibility with 
Direct3D will also get the most 
future support, as it is inevitable 
that games programmers will cater 
for the lowest possible 
denominator (i.e. Microsoft's set of 
APIs) to sell more game and make 
more money. 

The third, and possibly most 
important, factor is the support the 
card will receive from developers. 
In this respect, the ease with 
which existing code can be ported 
to the 3Dfx chip places it in a 
better position than the arguably 
superior PowerVR, because 
publishers always adopt a format 
more quickly if less effort is 
involved. This was the case with 
the PlayStation, its comparitively 
open architecture allowing 
developers to publish a greater 
amount of games for the launch of 
the machine than for the more 
complex Saturn, leading to Sony's 
dominant position. 

The amount of speculation 
generated about PC 3D hardware 
over the past few months proves 
there is a willingness in the PC 
fraternity to adopt custom 
graphics hardware. The process 
was just as difficult years ago 
when the PC first needed 2D 
graphics acceleration; perhaps it is 
now time for the PC to make its 
first real steps into a three- 
dimensional world. 

Christopher Ward, 

Nottingham 

The three factors you mention are 
indeed of upmost importance to 
3D card credibility and will play an 
important role in determining 
which of the accelerator boards 
will be successful as the year 
progresses, and which won't. » 
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However, the arrival of Intel's 
MMX technology (see News) may 
well provide another hurdle for 3D 
card manufaturers in the coming 
months. Although Intel's 
technology is still in its infancy in 
terms of developer support, it is 
already providing some 
astonishing results. Epic's Unreal, 
for example, employs the 
technology to create some 
beautiful lighting effects, while 
UbiSoft's MMX-compatible version 
of Pod apparently achieves a 30fps 
frame rate at a resolution of 
640x480 - exactly the sort of 
performance graphics cards were 
promising last year. 

With Intel planning to phase 
MMX technology into its PCs 
throughout this year, graphics card 
manufacturers have two choices: 
they can either concentrate their 
efforts on attracting non-MMX PC 
owners only (admittedly a 
substantial figure), or they'll have 
to convince consumers with 
brand-new MMX machines that 
they'll also need a graphics card. It 


won't be an easy job if MMX 
performs as well as early 
indications suggest. £ 
B efore Doom arrived on the 
videogame scene, the idea 
of a truly scary game seemed 
ridiculous. Now, though, it seems 
to me that it is interactive 
entertainment that is providing the 
real scary experience. Bio-Hazard 
proved a genuinely creepy 
experience last year, and I've 
recently played the T-Rex scene in 
Tomb Raider, where | was terrified 


With 3D games such as Sega's Virtua Fighter 3 (left) taking the beat ‘em up concept into new territory, is there still room for 2D exponents of the 
re genre, such as Capcom's imminent Street Fighter II? Simon Wyndham argues that 2D examples are more popular and that the two can co-exist 


to emerge from the safety of the 
caves in the cliffs - and when the 
ground started shaking with the 
sound of its foot steps, well, the 
experience was nerve-wracking. 

Games scare me in a way that 
films and books cannot, and the 
elements that must be responsible 
for this are the interactivity 
coupled with the more realistic 
environments of modern games. 
But the visuals in TR cannot 
compete with ‘Jurassic Park’ the 
film, so obviously the quality of 
graphics is not the overriding 
factor here. 

The point I'm getting at is that 
it is currently possible to recreate 
that TR T-Rex scene with Model 2- 
quality graphics or above and a VR 
headset. It wouldn't be 
economically viable but technically 
we could do it. That means that at 
some point in the near future this 
will become a reality, first in the 
arcades then in the home. And in 
such a scenario though the player 
would intellectually know he was 
just playing a game, the quantity 
and quality of environmental clues 
would be sufficient to trick his 
senses that the experience was 
real. The effect is likely to be 
terrifying, exhilarating, and if the 
player has a heart condition, quite 
possibly fatal. 

I'm not suggesting such 
experiences would be undesirable, 
but the industry should probably 
be investigating what the effects of 
such an immersive experience 
would be. 

Gary Moran, 
Birmingham 


This is an interesting point, but 
one that can only fan the flames 
of the ‘videogames are bad for 
you’ argument in the favour of 
its supporters. 

Edge would be interested in 
hearing from any other readers 
concerning this topic. Do games 
evoke the senses much more than 
movies? And how has the growth 
in graphical realism in recent 
years changed their effects Am 
on the player? 

'm sorry but | completely fail 

to see the significance of 
Net Yaroze. You seem to expect 
games enthusiasts who would like 
to do a little developing 
themselves to shell out £550 for 
the 'black PlayStation'. You won't 
even be able to sell your own 
games to ordinary PSX owners! 
Plus they have to fit in 2Mb 
system RAM, so no data streams. 
The Yaroze seems targeted at the 
game-playing PC owner. Now, £70 
for a C compiler and another £40 
for a games programming book - 
bringing together all the code 
needed to write advanced games 
including video, 3D, CD-quality 
sound, etc - is just one fifth of that 
price. And, you can distribute your 
games freely over the Internet and 
charge for them too. And you have 
the same options of sending 
games to publishers for the more 
popular PC platform. Your 
argument against this will be: the 
massive size of games created is 
useless for 3.25in disks and the 
Net. Look, I bet the average Yaroze 
user will be programming simple 


Pac-Man clones. You could always 
spend the left over £440 on a 
writeable CD drive. 

Tom Grek, 

via e-mail 
Two of the key benefits of getting 
into game development via Net 
Yaroze are the fact that it's a 32bit 
console environment with many 
existing standard libraries and 
easier accessibility than the PC, 
and that by adopting the system 
you immediately become part of a 
club-like user environment that is 
going to be heavily supported by 
Sony in Europe, especially where 
Internet communication is 
concerned. No one expects it to 
replace the PC as an enthusiast's 
game-development environment, 
instead it's likely to appeal to 
users whose expertise doesn't run 
to that of hardcore PC users’. 

The project is admittedly a 


brave one, but Edge has no 
reservation in giving it its 
full support. E 
H aving read Edge 40 with 
interest | noticed that you 
questioned the ability of the 
forthcoming Street Fighter III to 
pull in the punters. In the arcades | 
have been in recently it seems to 
be X-Men vs Street Fighter that is 
attracting the crowds. Some of 
these places have a Virtua Fighter 
3 machine sat right next to it. | 
think that maybe people are 
wanting more of the 
extravagance that 2D games offer. 
Up until now 3D fighters have 
lacked the following that made 
the likes of Samurai Shodown and 


With the existence of the PC as a game-development tool for home 
users, Tom Grek cannot see the point behind Sony's Net Yaroze | 


the Street Fighter series a 
success. Firstly, humility. They 
were never too serious. Secondly, 
the sheer speed of play. Sure, 
Tekken 2 was fast, but not in the 
same responsive way that Street 
Fighter is. Thirdly, extravagance. 
Although Tekken 2 does have 
some nice pyrotechnics, it does 
not quite have them in the same 
vein as the likes of X-Men, for 
instance, where the entire screen 
can become engulfed in laser fire 
and explosions. Also, 3D games 
lack the same kind of combo 
construction. Tekken 2, while 
good at this, still really limited the 
player to preset combos. 

My last point is that, apart 
from more realistic animation, 3D 
fighters do not really offer 
anything more than nice-looking 
visuals over a 2D game (which 
also has nice-looking visuals 
anyway). A true 3D control 
system will be way too 
cumbersome for the average 
player to want to get to grips 
with, and even then people 
cannot generally react quick 
enough to the opponent's 
movements to get out of the way 
in that sense. Forthcoming real 
3D fighting adventures on the 
PlayStation and Saturn look 
promising, but will have too 
much depth of play to be 
included in any arcade. So, all in 
all, | do not think that there is 
much point in saying that 2D 
fighters are outdated and 
obsolete. Both types of fighting 
game seem to offer different 


types of play to different people. 
Both are equally as good. 
Simon Wyndham, 
via e-mail 
There is, and probably always will 
be, a hardcore sector of fighting 


game fans that will gravitate 


towards 2D examples, hence the 
development of games such as 
Fatal Fury 5, Samurai Shodown 4 
and, indeed, Street Fighter Ill. 

In an arcade environment, 
though, where coin-ops garner 
much of their turnover from less 


dedicated visitors who are lured 
by flash visuals and even flashier 
cabinets, it will be machines such 
as Virtua Fighter 3 that grab the 
lion's share of coins. 

Yes, it’s true that 3D beat ‘em 
ups do not offer much beyond 2D 
examples in gameplay terms, but 
it will be interesting to see how 
the genre develops over the 
coming years. The nature of their 
presentation opens up many new 
avenues, and progression doesn't 


necessarily have to mean a 
spate of games that prove :x 
‘way too cumbersome’. 


Y am very disappointed that 
you have again ignored a 


superb RPG, King's Field II. 
Considering its US-oriented, 
English-text nature, | wonder why 
you didn't consider reviewing it 
Matarrese Francesco, 
Taranto, Italy 
Edge's reviews section is in the 
process of growing, which shoul 


make room for such 


games in the future 


Rely on Edge to cut through the technobabble. Write 
to Q&A, Edge, 50 Monmouth Street, Bath, BA1 2BW 


Q 1. Does the US Nintendo 
64 have an RGB output? | 
need to know, as in a few 
months a relative will be going to 
the States and | was thinking of 
asking them to bring one back, 
seeing as they are considerably 
cheaper. The problem is, my TV 
isn't NTSC compatible, so my only 
hope of playing it would be by 
using a RGB SCART lead. 
2. Do the JAP/US game 
converters/chips for the PS allow 
NTSC games to run in their 
intended full-screen, full-speed 
form via SCART? 
3. And what results would | get 
from using the RF lead supplied 
with the console? 

William Anderson, 

via e-mail 


1. No, but US machines can 
be internally modified to be 
RGB compatible in the same way 
Japanese models can. 
2. Yes, but modifying PlayStations 
in this fashion allows the running 
of illegal pirated CDs and Sony is 
currently in the process of suing 
outlets advertising them 
3. If you were trying to run an 
NTSC game, you would get 
a black-and-white picture. 


1. What is Matsushita doing 
with M2? The machine was 
supposed to generate 
1 million polygons per second or 
750,000 if using all available 
effects. This was a master selling 
point of the machine - it was 
supposed to be comparable to 
Sega's Model 3 board. So why is 
the machine now being quoted 
as able to generate 1 million 
polygons per second or 500,000 
with all effects on? | thought that 
Matsushita had elected to add a 
second CPU to the system to 
avoid this very problem. 
2. Why will it take over a year for 
M2 to come to the UK? 
3. Will M2 have a serial port so 
you can link two machines and 
play games head-to-head? 
Trevor, 
Angus, Scotland 


A 1. Forecasting polygons-per- 
second counts is a 
notoriously difficult - and some 
would say ultimately pointless - 
exercise. Originally, M2 hype was 
generated by The 3DO Company 
and, despite the fact that the 
machine has undergone a 
performance boost while under 
Matsushita's control, figures 
previously touted by Trip Hawkins 
should be taken lightly. 
2. Because, like Nintendo, 
Matsushita has commitments to 
its home market, Japan, to fulfill 
before it's able to launch a full- 
scale manufacturing and 
marketing assault in non-native 
territories such as the UK. 
3. Matsushita has yet to 
confirm precise details . 
such as this. 


Q In the Q&A section of issue 


41, you mentioned a ‘minor 
operation’ which allows a 
Japanese N64 to play US games. 
| would be most grateful if you 
could tell me how this is done 
and if | could do it myself at 
home. | have a Japanese N64 
and would love to play US 
games on it so that the text is 
in English. 

Richard Morris, 
via e-mail 


A The process is fraught with 

potential hazards, and Edge 
obviously cannot take 
responsibility for any damage 
caused to your machine should 
you go ahead and attempt doing 
it at home, but the process 
involves removing the two plastic 
moulded blocks - which exist 
simply to obstruct the insertion of 
foreign cartridges — that appear 
just behind the N64's cartridge 
port edge connector. 

Edge has heard of users 
doing this with scissors, soldering 
irons and even heated knife 
blades. Most N64 importers 
perform the service — by actually 
opening the machine's casing to 
get to the blocks — and this 
is the safer option. 
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Following this month's exclusive report on the first UK-developed M? title, 
Power Crystal, Edge visits its creators in Hull to get the full story on what is 
shaping up to be one of the most incredible adventure games ever realised. 

Also in issue 43: imagine a realtime landscape drawn as far as the eye can see, 
with a fast, smooth frame rate and no background pop-up. Edge reports from 
Oslo on the development of one of the most advanced 3D engines ever created 
for the PC and reveals the first stunning projects to implement it. 


issue forty-three 
12 on sale February 28 
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